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ough PEI 2RP 


With special thanks to the folks at CTW and ‘unde’ Rod fop 
his hard-nosed journalistic efforts. 



LETTERS 

A galaxy of readers share tales 
of grief, woe, happiness and joy 
- it’s like a party on a page 
(letters charged at 38p per mi¬ 
nute peak, 25p per minute off- 
peak). 



NEWS 

Software goes movie-mad, with 
Batman - The Movie, The Untouch¬ 
ables and Indiana Jones all in va¬ 
rious pipelines. Plus - a tidal 
wave of French software and 16- 
bit technology that you can hold 
in the palm of your hand... fact 
or fiction? You decided. 



WORK IN 
PROGRESS 

Argonaut software leaves After¬ 
burner in its wake and enters the 
'serious' simulation market 
with the development of Hawk 
for Electronic Arts. Phil South 
talks to the main man, Jez San, 
about the problems involved in 
taking to the air. 



REVIEWS 


78 

42 


Abrams Battle Tank 

(Electronic Arts) 

Chuck Yeager’s Advanced 
Flight Trainer V2.0 

(Electronic Arts) 


27 HAWK 

e 

Work In Progress takes to the skies with Jez San and 
his Argonauts, as the team behind Starglider 
attempts to create the ultimate flight simulation. 



65 Datastorm (VDT) 

34 Licence To Kill (Domark) 

68 The New Zealand Story (Ocean) 
78 Steel Thunder (Accolade) 

62 Thunderbirds (Grandslam) 

39 Total Eclipse (MicroStatus) 

58 Wicked (Activision) 

73 Xybots (Domark) 

78 ABRAMS BATTLE 
TANK MEETS STEEL 
THUNDER 

The spearhead of an American invasion arrives in the 
shape of two tank simulators. Robert Browning makes 
some comparisons in our first ever double-barrelled 
review. 
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TIPS 

Take a tip or two from Gary 
Whitta and find your way 
through Kick Off, The Kristal, Bat¬ 
man and Archipelagos among 
others. 

PLAYERS GUIDE 

Remember Forgotten Worlds? Arc 
Developments offers a helping 
hand to those in search of a few 
Zennies and a little more des¬ 
tructive power. 




COMPETITION 

Are your stars in the ascendent? 
Test your fortunes by entering 
Activision's Wicked teaser - you 
could win yourself up to £250 
worth of gamesplaying goodies. 

GRAPHICS 

Still life is all very well, but 
nowadays movement’s where 
it's at. Sprite-ly Phil South traces 
the history of animation and 
gives a few basic hints on DIY 
motion. 


£ 


I*-- \' v l" KI'*' 

if 

' * WW 

.-.- ■ • • 1 

i 

uummn-iT 13 k 

mt -1 

i « - > m 








. 



~"f r»cjfwr 1 \ rwiPfiw: 



& § 

3 


68 THE NEW ZEALAND 
STORY 






34 LICENCE TO KILL 


Domark shoots to kill with a ripping adaptation of the 
toughest Bond movie yet. 

DEMOS 

The PC comes into its own with 
a dazzling display of VGA 
screens (that stands for Video 
Graphics Adaptor - not Very 
Good Art,... although it is) and a 
terrifyingly realistic Tree Frog 
simulator (tremble). 

ARCADES 

Stubby limbed superman, fast 
helicopters and mythological 
combat combine to relieve Brian 
Nesbitt of his hard-earned coin¬ 
age... 

FEATURE 

Sixteen bits good - 32 bits bet¬ 
ter? Christina Erskine takes the 
lid off the new ‘low cost' Archi¬ 
medes. 

BACKSPACE 

Activision supremo Rod Cousens 
comes out fighting and tells it 
like it's going to be... 



THE ONE’S GUIDE 
TO PRICE, RELEASE 
DATE AND 
EVERYTHING 

Y ou may be used to reading reams of opinionated 
waffle elsewhere, but here we prefer to let the 
games speak for themselves. Relevant scenes are 
shown, with informative captions used to convey the 
‘feel’ of the game in question. At the end of each 
review there are opinions highlighting any good and 
bad points, prices, release dates, and ratings where 
possible. Basically, there’s something for everyone - at 
best a review, and at worst a highly detailed preview. 
There’s nothing clever, just straightforward facts and 
ratings. Updates will follow where appropriate. 

And now the ratings... 

GRAPHICS Not necessarily how colourful or well 
drawn they are, but how well they fit in to the overall 
effect. 

SOUND Again, not necessarily quantity or indeed 
quality of sound, but how well it’s used. 

PLAYABILITY How does the game feel? Is it addictive 
or just plain uninteresting. 

VALUE Essentially a reflection of lasting interest - 
how much game you get for your money. 

OVERALL A useful point of reference - essentially a 
summary of the preceeding ratings. 

THIS MONTH’S 
REVIEWERS 

GARY PENN 

When he’s not basking in the Venetian Sun, Gaz sometimes 
takes time off to edit the magazine and even manages to 
squeeze in the odd game-playing session. Datastorm 

I provided the thrills for him this month. 

CIARAN BRENNAN 

Ciaran hasn’t been to Venice - yet - so he’s had a little more 
time to play games this month. Lately, his fancy has been 
tickled by The New Zealand Story, Wicked and Kick 
Off. 

PAUL BOUGHTON 

Paul’s not very good at putting up wallpaper, but excels when 
it comes to giving it to you straight in his reviews. In between 
holding barbeques in his back garden, he enjoys lengthy 
sessions on Total Eclipse and The New Zealand Story. 

BRIAN NESBITT 

Brian’s always game for a laugh - more so than your average 
civil servant anyway. Getting down to brass tacks, Brian has 
this month been spending his ample amounts of spare time 
playing Chuck Yeager and Thunderbirds. What a guy! 

GARY WHITTA 

Gaz is a self-confessed movie bore (for example, he was first 
with the news that Mel Gibson was going to play Batman?!!?) 
and nothing pleases him more than a successful 16-bit film 
adaptation. Needless to say Licence To Kill caught his eye 
this month, along with The New Zealand Story. 

GORDON HOUGHTON 

The latest erstwhile Zzap! editor to seek refuge at the 
wonderful world of The One opts for quick-fire blasts and 
snappy sports sims when he can, so not surprisingly this month 
he got a kick out of Kick Off and Xybots. 

KATI HAMZA 

The EMAP press-gang strikes again, this time snapping up the 
former Zzap! Assistant Editor. Kati’s recently been whiling 
-away her leisure hours with Wicked, Kick Off and 
Millennium 2.2. 





Flying teddy bears and little yellow kiwis abound in 
Ocean’s latest cracking Taito coin-op conversion. 
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OPERATION LOST 

Dear The One, 

I bought myself Operation Wolf for 
Christmas, mostly on the recommendation of your 
reviews. It’s an excellent game, and five months on I’m 
still as keen as ever, but not playing it as much. 

However, I recently decided to take it out and load 
it. It stopped and reset. I thought ‘Oh no’ and put it 
back in its box. I learned a few days later that a friend’s 
copy wasn’t loading either. I thought that if I kept my 
disk in a dark place that it wouldn’t get corrupted. Is 
there anyone who is suffering like this? 

Andrew Lavin, Harrow, Middx. 

Firstly, light has NO effect on disks, so 
keeping it in a dark place is the same as 
keeping it superglued to the top of your head. The 
things that do affect disks are moisture, pressure, 
heat, dust and magnetic fields. Are you sure there 's no 
loudspeakers or TV's near where you keep your 
disks! This is the most common source of disk 
destruction. Of course there is a possibility that the 
disk was faulty, so maybe it would be a good idea to 
return it to the shop where it began its short but well 
loved life. 


PSSSST! 


Dear Sir, 

I live in the USA, California specifically, 
and enjoy your magazine immensely as the mags out 
here are mostly geared towards programming and 
hardware. I just thought I’d mention that the F-19 
doesn’t exist, except in the USAF’s counterintelli¬ 
gence. The actual Stealth Fighter is designated the F- 
I 17 (following the F-l I I, the ones we used to bomb 
Libya) and resembles a pine cone (no kidding). Look 
for a back issue of Popular Mechanics (December 
1988) for further details. 

Alex Corvino, Mission Viejo, California 

Listen bub, there's nothing specific about 
California. You didn't bomb Libya did 
you? You little tinker. Thanks to your spilling the 
beans about State secrets, the CIA will be round to 
see you in a minute, so it’s good-bye from us... 


YES SIR, NO SIERRA 

Dear Sirs, 

I am a PC owner. A year ago I visited the 
USA and had the chance to buy the original Leisure 
Suit Larry game. When I returned to Spain I played 
for three weeks until I finished it. It was deslightful. 
Then I tried to buy more Sierra games, but in Spain it’s 
impossible. I will thank you if you answer and tell me 
any address where I can buy those games. 

Sergio Rios Aguilar, Ciudad Universitaria, 
Madrid. 


LETTERS, The One, Priory Court, 30-32 
Farringdon Lane, London EC IR 3AU. 


Wahaay! The One becomes International 
Rescue, solving problems worldwide... 
The Sierra On-Line range is marketed in this country 
through Activision, who can be contacted by writing 
to: Blake House, Manor Farm Road, Reading, Berks, 
RG2 OJN. If that's too much trouble you can phone 
the company on (0734) 311666. 


MY COMPUTER’S BIGGER 
THAN YOUR -PART 406 

Dear Sir, 

Currently I am an owner of a Sinclair 
Spectrum +2. I am thinking of upgrading to a 16-bit 
machine. I am wondering which machine, the Atari ST 
or Commodore Amiga, is superior? 

Stephen Lovell, Cannock, Staffs. 

Dear The One, 

The ‘My Computer Is Better Than Yors’ 
debate is totally irrelevant. Whatever computer a 
person has, they will say theirs is the best. I am an ST 
owner and I will admit that the Amiga is an enhanced 
machine with better sound, graphics and scrolling. 
Patrick West, Kensington, London. 


Dear The One, 

I. Why do the sprites and graphics 
look squashed and tubby on the Amiga? 

2. Why is the sound on the Atari so much more 
pleasing to the ear? 

3. Why is the Atari so easy to use compared with 
the Amiga? 

Could I state that I’m not biased in favour of either 
machine, as I own both. 

JEFF, North Shields, Tyne and Wear. 


Dear Sir, 

I am writing to say that I am fed up with 
people thinking that just because they have an Amiga 
they’re the best. I am talking of course about Alan 
Johnstone in the May issue. He says he dislikes the ST 
version of Rainbow Islands and dislikes the idea of it 
being put onto the Amiga. He seems to me to be a 
show-off, saying that he’s bursting to tell everyone 
he’s got one. I’m not just saying this.^as I own both an 
Amiga and an ST and I think there is little difference 
between them except for the sound on the Amiga is 
better. I’ve only got one more thing to say... Alan 
Johnstone GROW UP!!! 

W Hansford, Poole, Dorset. 

Well! There you have it. The Amiga isn’t 
very good and neither is the ST... or is it 
the other way around? Or maybe it’s that the Amiga is 
only good if you own both machines, and if Alan 
fohnstone grew up then the ST would be easier to 
handle and games wouldn't be ported from one 
machine to the other. Why is it that PC owners are 
smug in the knowledge that everybody hates them 
and their machines, so they don't bother arguing. Tsk! 
The whacky world of computers, eh! 


I JUST CALLED TO SAY... 

To Whoever, 

I think you mag (The One) is great. 
Michael Poolman, Bristol, Avon. 

Thanks, Mike, we were wondering which mag we 
were. 

ARCH ENEMIES 

Dear The Two... Sorry, The One???!! 
Please, please, please don’t have the 
Archimedes ‘Archie’ A3000 in your magazine. I won’t 
buy this magazine if you do!! 

Timo Newton-Syms, Chalfont St Giles, Bucks. 

Hah! Too late sucker! Check out the 
spectacular Archie review in this issue 
and eat your liver. Funnier still, you'll have to buy this 
issue because your letter is in it (chortle). 

MORE GRAPHIC DETAILS 

Dear The One, 

What can I say except perhaps magic, 
brilliant, a stroke of sheer genius plus interesting and 
enlightening. Yes I’m writing about your new article 
‘Grafix’. At last someone has realised that a lot of 
people have graphics packages but don’t know how to 
use them to the full. I for one. 

But my main question is, why is there no literature 
on computer graphic techniques? After all there are 
hundreds on programming the machines! 

Andrew Lawton, Leicester. 

Our graphics man Phil South whole¬ 
heartedly agrees with you about the lack 
of any decent graphics literature, although he says 
there is a small selection to be found - if you look hard 
enough. There are a couple of graphics-related titles 
in the Compute! range of books and as well as the 
ageing How To Use Deluxe Paint, but not a great 
deal else. Perhaps the best place to seek these and 
other titles out is at a specialist computer book store 
such as Books Etc. Phil says he'd love to write a 
graphics manual, but until he gets his big break you'll 
lust have to keep reading Grafix won’t you? 

NORTY NORTY 

Dear Sir, 

In the Operation Wolf review in the 
December issue, you stated that the M60 machine gun 
is capable of firing 4,550 rounds a minute when it can 
actually fire only 600 rounds a minute. This may seem 
like a trivial point, but I feel that such a good magazine 
should be put right. 

Scott Russell, Carluke, Scotland 
We were wondering which of you would be the first 
to catch that one - congratulations Scott, you’ve won 
yourself one of Gary Penn's old nightdresses (if you 
call into the offices between the hours of 7.00 and 
8.00 am to collect it). It’s come to our attention of 
late that some of you readers haven't been paying 
enough attention, so we slipped that little teaser in to 
see which of you was most awake - so come on guys, 
take a leaf out of Scott’s book and start to take this 
magazine reading lark a little more seriously. 
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“Game of the Year 
Finalist” British Micro 
Computing Awards 

“If ever there were a game 
that could be accurately 
dubbed arcade quality, this is 

iSBI it - H - pcw 

Amiga, PC, Atari ST, C64/D 


‘Legacy of the Ancients is the best 
role playing game”— Commodore 
Computing International 


“9 Endurance, 8 Toughness, 
8 Overall”—Commodore User 


"Adventure Game of the 
Year” - Computer Leisure 
Awards ’88 


‘9/10” - Your Sinclair, 
)%” - Amstrad Action 


Amiga, Atari ST, PC, C64 
C/D, Spectrum & Amstrad 


4/5 Value, Graphics, 
Appeal” - PC Plus, 


Amiga, C64/D, PC, NEW Atari ST 


Get your hands on them for |j 

Software Classics: A range of favourites at popular prices 




Amiga, 
Spectrum, 
Amstrad, 
C64 /0 


Amiga, PC 
Atari ST, 
Spectrum, 
Amstrad, 
C64 C/D 


ware 


See your stockist or contact ELECTRONIC ARTS, 11/49 Station Road, Langley SL3 8YN 
Tel: (0753) 46465 
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► NewS 


0 Metal copper hangs on to grab record! 
0 Volleyball floats across the Channel! 


0 Interactive movie signs up 
0 Movie mania hits Manchestei 


OCEAN RIDES THE 
CREST OF A WAVE 







MONSTER MASH 


A lmost two years after the 
licence was first snapped 
up, Activision’s conversion of 
Bally/Midway’s cult coin-op 
Rampage is at last available on 
the Amiga. All the coin-op’s 
features are included, including 
the three-player mode 
(although no concession has 
been made for four-way joystick 
adaptors). It’s out now at a price 
of £24.95. 


C HAMPAGNE flo¬ 
wed and backs were 
slapped all over Man¬ 
chester last month as Ocean 
Software’s tin-clad hero Robo- 
Cop smashed a four-year re¬ 
cord by topping the charts for a 
phenomenal 18 weeks. The 
previous record holder was 
I985’s Softaid compilation. 

However, there seems to be 
little danger of the firm resting 
on its not inconsiderable 
laurels, as a strong line-up of 
coin-op and film licences, com¬ 
plemented by a liberal sprink¬ 
ling of 16-bit only original ti¬ 
tles, makes the release schedu¬ 
le for the rest of this year the 
strongest it’s ever had. 

Starting the ball rolling (or, 
more correctly, bouncing) at 
the end of July will be Vol¬ 
leyball, the first in a series of 
sports simulations programmed 
by Ocean’s French division, the 
team behind last year’s conver¬ 
sions of Operation Wolf. 

Volleyball - which will in 
time be joined by a Football 
simulation - promises to fea¬ 
ture a similar presentation style 
to that seen in Cinemaware’s 
TV Sports range, although 
how it compares in the game- 
play stakes remains to be seen. 


mpressive French presentation and hectic 
I two-player action in the first of Ocean’s 
cross-channel sports simulations, Volleyball. 


A s interactive as Cinemaware? You can 
make up your own mind when The Lost 
Patrol finds its way to your local software emporium in 
October. 


August will see the results of 
another project from Ocean’s 
French ‘maision de develope- 
ment’, the 16-bit conversions 
of Konami’s Cabal (contradi- 
tory to last month’s report, 
Liverpool-based Special FX will 
only be handling the 8-bit ver¬ 
sions). 

Ocean’s French wing is also 
working on an interpretation 
of the classic romantic novel 


Ivanhoe. Little is known about 
this project as yet, but an 
innovative and impressive 
graphic style is promised. 

The PC show in late Sep¬ 
tember will see the release of 
the first B-l-G licence - the 16- 
bit interpretations of the forth¬ 
coming Batman The Movie. 
The film is premiered here in 
August, with the game hitting 
the streets soon after. 
























































(Month Ending June ’89) 
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Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Plaza on Oxford Street, 120 Oxford Street, 
LONDON WIN 9DP. Tel: 01 436 2811. 


inemaware’s Lords Of The Rising Sun 
its way into the Number Five slot* 




S tateside hockey star Wayne 
Gretzky is now the star of 
his very own Hockey game, 
programmed by Bethesda Soft- 
works, Recently voted Sport 
Simulation Of The Year by the 
US Software Publishers Asso¬ 
ciation, Wayne Gretzy Hockey is 
now available over here on the 
Amiga courtesy of Active, The 
asking price is £29,99. 


described as a game in the 
Cinemaware ‘interactive 

movie’ vein, linking a combina¬ 
tion of arcade sub-sections 
with an overriding strategy ele¬ 
ment. 

Taking the role of a grunt 
stranded behind enemy lines, 
your aim is to return safely to 
US-occupied territory. Along 
the way you’ll come up against 
napalm attacks, furious villagers 
who don’t take too kindly to 
your presence and numerous 
booby traps like the deadly 
Punji Pits and enemy ambushes. 

As usual, the biggest names 
are being held back to hit the 
all-important Christmas mar¬ 
ket, with The Untouchables 
and Taito’s Chase HQ head¬ 
ing the line-up. The blockbust¬ 
ing race and chase coin-op is 
currently being converted by 
Ocean’s in-house team, while 
Elliot Ness and company are in 
the capable hands of Special 
FX. 

Finally there’s Operation 
Thunderbolt, the sequel to 
the game that dominated last 
year’s Christmas charts. This 
project is also in the hands of 
Ocean’s long-suffering in-house 
coders, with work already 
underway (watch out for more 
details in a forthcoming Work 
In Progress feature). 

Next year’s line-up is under¬ 
standably a lot less certain, but 
one title that should make an 
appearance early in 1990 is 
Ocean’s first venture into the 
flight simulation market. The 
as-yet-untitled combat simula¬ 
tion is being written by a 
mysterious programmer who 
spent six months researching 
current Air Force technology. 


inematic capers as the Caped Crusader 
fights the forces of evil in Batman The 


Movie. 


Closely following the 
movie’s plot, the game will 
feature five separate sections, 
including an arcade adventure, 
a horizontally scrolling race 
game and some more brain¬ 
teasing elements. The game 


design is already complete and 
programming work is under¬ 
way, but Ocean’s in-house 
programming team still has a 
lot of hard graft ahead. 

In a more strategic vein, 
October’s The Lost Patrol is 


lliot Ness and his Untouchables intercept a 
convoy of illicit booze on the US/Canadian 


border. 


POPULOUS 

(Electronic Arts) 

BLOOD MONEY 

(Psygnosis) 

THE RUNNING MAN 

(Grandslam) 

KICK OFF 

(Anco) 

LORDS OF THE RISING SUN 

(Mirrorsoft/Cinemaware) 

BATTLEHAWKS 1942 

(US Gold/Lucasfilm) 

BATTLETECH 

(Activision/lnfocom) 

THE DUEL: TEST DRIVE II 

(Accolade) 

SWORD OF SODAN 

(Gainstar/Discovery) 

SILKWORM 

(Virgin) 





























































































► TOP TEN i 

(Month Ending June ’89) 


POPULOUS 
(Electronic Arts) 

ROBOCOP 

(Ocean) 

DRAGON NINJA 
(Imagine) 

POLICE QUEST 2 
(Sierra/Activision) 

DUNGEON MASTER 
EDITOR (Softex) 

SILKWORM 

(Virgin) 

VOYAGER 

(Ocean) 

THE RUNNING MAN 

(Grandslam) 

MICROPROSE SOCCER 
(Microprose) 

KING’S QUEST TRIPLE 
PACK (Sierra/Activision) 


Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Plaza on Oxford Street, 120 Oxford Street, 
LONDON WIN 9DP. Tel: 01 436 2811. 


oboCop, straight in at Number Two, thanks 
Lyou for your co-operation. 


NewS 


Indiana Jones is a daddy's boy! | 
Not one, but two games! 


KEEP UP WITH 
THE JONESES 


W ITHOUT doubt 
one of the most 
successful cinema 
characters of all time is Indiana 
Jones. First dreamed up in 1977 
by Steven Spielberg and 
George Lucas as a tribute to 
the classic Saturday Morning 
adventure serials of the 40s, 
the intrepid archeologist’s first 
two adventures. Raiders Of 
The Lost Ark and Indiana 
Jones and The Temple Of 
Doom broke box-office re¬ 
cords worldwide, and today 
both still feature prominently 
in the Top Ten most lucrative 
films of all time. 

Indiana Jones and The 
Last Crusade, the third and 
final movie in the trilogy is a 
return to the classic formula 
with Indy battling against Hit¬ 
ler’s Nazi war machine to save 
another religious artefact - the 
Holy Grail. This time, however, 
Indy is accompanied by his dad, 
played by Sean Connery who, 
despite his creaking bones, 
manages to get his boy out of 
many a scrape throughout the 
course of the film. 

Indy’s latest adventure looks 
as though it could well top the 


first two Indy blockbusters in 
the money-making stakes. 
Within the first weekend of it 
opening in the US, the movie 
had already grossed a stagger¬ 
ing $24 million - almost as 
much as it cost to produce! 

US Gold, who holds the 
rights to The Last Crusade is 
determined to make sure the 
game is more successful than its 
last effort-the lacklustre inter¬ 
pretation of the Temple of 
Doom coin-op. So determi¬ 
ned, in fact, that two versions 
have been commissioned. The 


programming arm of Lucasfilm 
(the firm that co-produced the 
movie) is currently working on 
a Zak McKracken-style arca¬ 
de adventure, but coming more 
imminently is the arcade-style 
effort being produced by Tier- 
tex. 

Split into four independent 
sections, the arcade game is 
platform-and-ladders orienta¬ 
ted, with plenty of bullwhip¬ 
cracking and Nazi-smacking to 
provide the action. Each sec¬ 
tion recreates a key part of the 
film, including a fight on the 
rooftop of a speeding circus 
train and a shootout inside a 
Nazi Zeppelin. There’s also a 
liberal smattering of digitised 
scenes and sampled sound from 
the film. 

Indiana Jones And The 
Last Crusade is set for re¬ 
lease on ST, Amiga and PC in 
early August, by which time 
just about everyone should be 
acquainted with the movie (it’s 
premiered here at the end of 
June). Lucasfilm’s adventure- 
style interpretation will be re¬ 
leased on the PC in September, 
with ST and Amiga versions 
following later in the year. 
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HI OSW Tel: 01-928 1454 


C 1989 MIRRORSOH T LTD Irwin House, 118 : 


As the people of the Bloodwvch awahe to a 
new dawn, they find a stranger in their midst 
— from one of many races he has come. His 
task; to halt the demon that lies dormant 
wi th in the Castle of the Bloodwvch. 


Unification of the Crystals of Sanguis will 
secure the Beh emo th in his lair for all 
eternity. Should they remain separate, then 
he shall rise to bring darkness into the 
world. 


This unique role-playing’ fantasy game allows 
greater interaction with the environment 
than has ever keen seen before. Argue, 
barter, negotiate — even lie through your 
teeth! The fully implemented personalities of 
all the characters in Bloodwvch allows a rich 
style of role-playing that has only been 
dreamt of. 


With one or two player simultaneous mode, 
this is the game that you’ve been waiting for. 
Blood wych for those that dare! 


THE ONE JULY 1989 

























(Month Ending June ’89) 


V JET FIGHTER 
(Velocity/Paperlogic) 

> KING’S QUEST TRIPLE 
PACK (Sierra/Activision) 

^ TRACON 
(Wesson International) 

^SILPHEED 

(Sierra/Activision) 

> ROBOCOP 
(Ocean) 

> FLIGHT SIMULATOR 3 
(Microsoft) 

, F-16 combat pilot 

(Digital Integration) 

688 ATTACK SUB 
(Electronic Arts) 

SPACE QUEST 3 
(Sierra/Activision) 

OUTRUN 

(Sega) 


Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Plaza on Oxford Street, 120 Oxford Street, 
LONDON WIN 9DP. Tel: 0 1 436 2811 . 


s own conversion of OutRun burns p 
opposition and parks at Number Ten. 


SOFT AND CUDDLY 


I ust out from Loriciels this 
■ month on ST and Amiga is 
Skweek, another in the ever¬ 
growing ‘Sugar and Spice* 
sickly-sweet genre. Fluffy spri¬ 
tes and pretty colourful graphics 
aside, the gameplay boils down 
to a glorified version of Pac-Man 
with lovely graphics (a bit like 
the Pepsi Mad Mix Game really). 
Definitely one for the kiddies, at 
an asking price of £19.99. 


NewS 


' Sixteen-bits in your palmj 
> Atari's miniature miracle! 


HANDY 


nana-neia games con¬ 
sole containing a more 
powerful processor 
than the Amiga and running 
4,096 colours on a 3.5 inch 
square LCD screen made its 
debut at this month’s Consum¬ 
er Electronics Show in Chica¬ 
go. 

Developed by Epyx and soon 
to be sold in the US by Atari, 
the ‘Handy’ (or, to give it its 
formal title, the Portable Col¬ 
our Entertainment System) is a 
battery-powered console, only 1 
slightly larger than a Psion 
Organiser. 1 

The system (which uses car- • 
tridges the size of credit cards) * 


runs on only a few torchlight 
batteries and can be net¬ 
worked to 15 similar machines 
to allow huge multi-player 
games. 

Peter Molyneux of Bullfrog 
Productions (who was at the 
show for the US launch of 
Populous) saw the miniature 


miracle in action and admits 
that he’s never seen anything 
quite like it before. “I played a 
demo of Blue Lightning, an 
Afterburner-style game, and 
it was REALLY moving,” he 
enthuses. 

Although it’s scheduled for a 
Stateside release this Septem¬ 
ber (among with an initial batch 
of software including Califor¬ 
nia Games and Impossible 
Mission), the Handy is unlikely j 
to reach these shores until 
Christmas. 

But despite the ecstatic 
reaction, there are as yet no 
plans to either convert existing 
software for the machine or to 
develop new Handy-specific 
product. 

Stewart Bell, Microprose’s 
UK boss, describes the console 
as: ‘‘the most exciting thing 
that I’ve seen since I’ve been in 
the industry” - but still his 
company has no plans to pro¬ 
duce software for the machine 
as yet. 

With the imminent release 
of a number of 16-bit consoles 
and a whole range of hand-held 
games machines, it’s difficult to 
see where the Handy will fit in 
- however, it’s undoubtedly a 
remarkable techical innovation, 
and one that we’ll be hearing i 
much more about in the near 
future. 
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This IsThe Course 

That Jack Built 



The 10th at Riviera 


The 14th at St. Andrews 


The 13th at Augusta 


The 4th at Baltusrol 


The 18th at Muirfield 


The 12th at St. Andrews 


The 18th at Oakmont 


The 12th at Augusta 


The 10th at Augusta 


The 11th at Merion 


The 18th at Riviera 


The 12 th at Royal Ly tham 


The 17tfi at Baltusrol 


The 17th at St. Andrews 




Tee off on the most challenging 
18 holes of major championship 
golf with the legent who hand¬ 
picked each one - Jack Nicklaus. 

Jack Nicklaus’ Greatest 18 Holes 
Of Major Championship Golf™ 
gives you the famous fairways, 
bunkers and greens that have 
decided the four major champion¬ 
ships of golf. There’s even two 


additional courses designed by 
Jack Nicklaus. 

Golf in a mixed foursome or go 
head-to-head with the “Golden 
Bear” - a computerized Jack who 
possesses skills patterned directly 
after his own game. Select skins 
scoring or stroke play. Contend 
with gusting winds, rolling hills 
and random pin placement. 

It’s you against the greatest 
golfer of his time. Playing the 
greatest 18 holes in the world. 
Available for IBM PC + 
Compatibles, Commodore 64 
disk. Coming soon on Amstrad. 

\ rmi v nc 
rvvjLUirvuL 

The best in entertainment software.™ 

Jack Nicklaus' Greatest 18 Holes Of Major Championship Golf is a trademark 
of Jack Nicklaus Productions, Inc. 
























►> NewS 


# No Last Ninja - but second Last Ninja at last! 

# Left to right scroller takes over! 


# Take to the streets oit* dancii 

# Tinkle the ivories in natural 






ness in Tusker. 


I n the jungle, the mighty jungle... our intrepid 
adventurer attempts a little monkey busi- 


ALL 


O WNERS of lesser 
home micros will be 
familiar with System 
3, the company behind such 
Commodore 64 smashes as 
The Last Ninja and the cun¬ 
ningly entitled The Last Nin¬ 
ja II. However, apart from 
releasing Archer Maclean’s su¬ 
perlative International Ka¬ 
rate + on the ST and Amiga, 
the company has yet to make 
its mark on the 16-bit scene. 

However, this situation 
appears to be about to change 
as the Pinner-based publisher is 
set to release a veritable flood 
of product over the remainder 
of the year. 

First in line for release is 
Dominator, the latest in a 
long line of R-Type ‘tributes’ 
with all the usual features: up¬ 
gradable weaponry, fiendish 
end-of-level nasties and even a 


■ake to the streets of modern day New York in a martially artistic fight to 
the death, as the long-awaited Last Ninja II finally nears completion. 


SYSTEMS SC 


vertically-scrolling section a la 
Salamander. System 3 Supre¬ 
mo Mark Cale (a man who 
spends more money on a pair 
of trousers than most people 
do on a car) promises that 
Dominator won’t be just 
another R-Type clone: “It’ll 
include that little extra some¬ 
thing that makes System 3 
games stand head and shoulders 
above the rest,’’ he claims 
modestly. 

Following hot on Domina- 
tor’s heels will come the long- 
awaited 16-bit conversions of 
the blockbusting Commodore 
64 arcade adventure The Last 
Ninja II. Those of you who’ve 
been eagerly awaiting the origi¬ 
nal Last Ninja, will be dis¬ 
appointed to hear that the 16- 
bit versions were scrapped be¬ 
cause Cale didn’t consider 
them good enough for release. 

What’s probably the first- 
ever sequel without a prede¬ 
cessor sees an intrepid 13th 
century Ninja facing the perils 
of present day New York on a 
mission to track down a drug¬ 
dealing Shogun. The conversion 
promises to be even more 
impressive than its original in¬ 
carnation, boasting vastly im¬ 
proved graphics and sound. 

In typically modest fashion, 
Cale (who’s currently looking 
into the possibilities of having a 
CarFax installed in all his Fer- 
raris) claims that the gameplay 
itself won’t be changed because 
the conversion team couldn’t 


find a way to improve upon the 
original! 

The game with the unenvi¬ 
able task of following in Nin¬ 
ja’s footsteps is Vendetta, a 
combination of arcade adven¬ 
ture and shoot ’em up action, 
with some racing thrills and 
spills thrown in for good mea¬ 
sure. 

The plot, which casts you as 
a vigilante searching for a girl 
kidnapped by a fanatical terror¬ 
ist group, is split into two 
specific types - an arcade 
adventure (which comprises a 
search for evidence around a 
flick-screen environment) and a 



THAT'S THE SPIRIT 


A fter Vindicators, Xybots and 

the forthcoming APB, the 
fourth Tengen coin-op licence to 
come our way courtesy of 
Domark will be Dragon Spirit, a 
vertically-scrolling shoot ’em up 
with a mythological flavour. 
The ST version is pictured here 
(Amiga and PC versions are also 
on the way). September should 
see the release of ST and Amiga 
versions with PC hopefully fol¬ 
lowing soon after. 

























































































D ue for release this Summer 
is Space M ! A*X from Hew* 
son, the firm’s first PC-only 
game. Written by the aptly- 
named Final Frontier Software, 
Space M*A*X should hit the 
streets in August at a price of 
£34.95. An Amiga version is 
under development and should 
follow soon after. 


so, 

YOU THOUGHT 
CHESS WAS DULL? 


ELECTRONIC ARTS 


its on\ 
> in a I 


a dancing horse! 
\iatural setting! 


■lex your pecs and prepare to pump a 
different kind of iron as Vendetta hits the 


streets. 


USG 


F49 


racing section in the style of 
Chase HQ where you pursue 
escaping terrorists in your 
highly-fashionable twin-turbo 
Ferrari, 

The final two games, again 
both arcade adventures, are 
both due for a Christmas re¬ 
lease. 

The first of these is Tusker, 
an Indiana Jones type affair with 
the player exploring the jungles 
of Africa in glamorous 
‘Flickscreen-o-vision’ in search 
of the magical graveyard where 
elephants go to die (hence the 
title). In your way stands the 
sweltering heat of the desert 
(watch that water supply folks) 
and hordes of irate jungle tri¬ 
besmen. 

Finally, there’s Myth, a game 
with a storyline that beats even 
heroin-dealing Samurai and 
magical elephants in the weird¬ 
ness stakes. This one has you 
travelling through time via 
warp gates to do battle with 
weird and wonderful creatures 
from mythological fantasy. 

And before we leave the 
fabulously wealthy realms of 
System 3, news has just leaked 
out that the Last Ninja II 
won’t actually be the last Ninja 
(confused? You will be). The 
Last Ninja III is tentatively 
scheduled for release in January 
1990, although loveable play¬ 
boy Cale is keeping most of the 
details quiet. What is certain 
however, is that it won’t be 
programmed by John Twiddy, 
the man behind the first two 
games. 

◄ |^| ark Cale 

I I with some 
of the fruits of a mis-spent 
youth. 




































































efore you buy a copy of 
ort the strength of the 
®$% review back in Issue Six, 
bear in mind that July 1st will 
see the release of a special 
limited-edition version (S.000 
only) called Mybm Arkanotd - a 
compilation of Discovery's two 
proudest moments. The price Is 
the same as the standard Hybr ? $ 

W&MM* 


► NewS * 


Africa awaits a French invasion! 
Coktel party hits the UK! 


Swords, Sorcery and Space Shuttles J 
Play the zodiac game - in hell! 


A nd now on Rapido we 
have the amazing terri¬ 
fic and very super Cok¬ 
tel Vision and all their lovely 
games by our channel tunnel 
correspondent. So now you 
know it comes time for me to 
say, Alors! Salut Maintenant 
and on with the games... 

Coktel Vision is best known 
in this country for the saucy 
sprites of Emmanuelle; but in 
France its growth has been 
based largely on its penetration 
of the (surprisingly large) edu¬ 
cational software market. 

To differentiate between 
the two distinct markets, Cok- 


A FRENCH COLLE 


tel Vision has created a new 
label, Tomahawk, to carry its 
games. And the programmers 
are hard at work on four new 
releases for the next few 
months. 

All of the games design and 
graphics are developed at their 
Paris HQ, where Yanick Chos- 
se runs a team of seven graphic 
designers. The team works 
largely on fast (386) PC’s using 


Deluxe PainT and an anima¬ 
tion package developed in- 
house, which Yannick describes 
as being ‘better and faster than 
the animation in Deluxe 
Paint IIP. Coktel Vision’s 
programming, however, is car¬ 
ried out 600 miles away in 
Bordeaux, where Arnaud De- 

T he Legend of 
Djel is one of 
those weird and possibly 
wonderful mixtures of ac¬ 
tion and adventure game 
that the French seem to go 
a bundle on. Designed for 
the Amiga, ST and PC by 
Joseph Kluymans, the 
game casts you as Djel, a 
benign sorcerer who uses 
his powers to sort out 
three rather sticky situa¬ 
tions involving famine, pla¬ 
gue, lovesick Princesses, 
evil wizards and the like. 


I nferno is a beat- 
em-up through ' 
12 regions of hell. Your 
opponents are based on the 
signs of the Zodiac; so you’ll 
encounter Gemini (pictured 
at an early stage of 
development), a pair of 
twins armed with laser guns; 
Scorpio, with a vicious sting 
in the tail; Leo, with claws 
and teeth; Sagitarius, half 
robot, half tank. There’s no 
gameplay to see as yet, but 
the smallish sprite should 
move pretty quickly. 


Irue runs a team of 12 people, 
communicating with Paris by 
means of fax, modem and snail 
mail. 


Coktel Vision s boss Roland 
Oskian predicts a 50% growth 
for the company this year - but 
that all depends on just how 


# * 























■Hi 


a inbow Arts’ latest effort 
ImDanger Freak is a novel twist 
on the sports simulation genre ~ 
all the events are so dangerous, 
that even Indiana jones’ stunt¬ 
man would think twice before 
competing! The events include 
jetskiing over shark-infested 
waters* a Super-Sprint style 
stock-car rally and (a relatively 
mundane) bicycle motorcross. 
It’s out now at £19,99. 


good the games you can see 
previewed on these pages turn 
out to be. 

C’est la vie... 


frican Raiders is nothing to do with 
^tribal battle or colonial invasion, but 
is a sort of Buggy Boy loosely based on the 
notorious Paris-Dakar car rally (the one where 
more spectators die than competitors complete 
the course). Over four different stages and against 
four different backgrounds you drive your buggy - 
along the road if you're the timid sort, or cross¬ 
country if you want to steal a march on the 
opposition. The game zips along pretty nicely, and 
can be played as a two player game, with one 
person driving and the other navigating. Obstacles 
along your way include the largest amount of dead 
camels you’re likely to see this side of an Arabian 
abattoir... 

■uropean Space Shuttle Hermes comes 
.from an original idea by Roland 
Oskian, who just happened to work on the Space 
Shuttle program. Coktel has had co-operation 
from the European Space Agency and Matra in 
designing the game, which simulates the Shuttle's 
satellite-planting activities. 


THINK AGAIN! 




AVAILABLE NOW ON ATARI ST 
ALSO ON AMIGA, AND IBM PC. 
COMING SOON ON 64 DISC. 

To buy direct, send £24.99 to ELECTRONIC ARTS, DEPTS BCS, 
11-49 STATION ROAD, LANGLEY, BERKS SL3 8YN. For a 
product catalogue, send £1 to the above address. Credit card 
orders, please call (0753) 46465- 



ELECTRONIC ARTS " 



























Gremlin 

Reviewed Issue One. pg 18 


B efore setting out to produce the Amiga version, 
author Paul Blythe compiled a list of FOFT 
buyers’ grumbles and quibbles, and has rectified all of 
them, as well as generally chopping and changing the gameplay 
for the better. Any niggles people may have had about the ST 
version aren’t present here, but graphically it’s not quite so fast 
On the plus side, the whole kit and caboodle (including the 
classical theme tune) has been crammed onto one disk. 


£29.99 
Out Now 
89% 


infivcott? 

L2-0b3-B 


BATTLE CHESS 

Electronic Arts/ 
interplay 

Reviewed issue Two, pg 68 


P art f rom ever-so-slight changes in the board and 
#\piece colours (which the differences in the ST 
and Amiga’s colour pallettes made inevitable) graphic¬ 
ally there’s hardly anything to separate this from its Amiga 
counterpart. The animations are slightly slower (which is no bad 
thing as it means you have more time to appreciate them) but 
the sound is a disappointment - the samples are realistic, but 
accompanied by a hissing, crackling noise in the background 
which spoils the effect. Gameplay is, of course, identical (but for 
some reason it takes slightly longer for the computer to decide' 
its next move) and all the original options (including the two- 
player modem link-up) are available. 


£24.95 
Out Now 
84% 


► NewS: 


A REAL MIRROR 
IMAGE? 


with a bevvy of beasts 
U(and your mates too) in Image 
Works* forthcoming Bloodwych. 


T rouble is brewing 

between publishing 
giant Mirrorsoft and 
the fledgling label Impressions 
over the release of the latter’s 
forthcoming shoot ’em up, 
Chariots Of Wrath, which 
the Maxwell-owned publisher 
believes is a little too similar to 
its own Xenon II. 

Although the finished pro¬ 
duct has yet to be seen by 
anyone outside of Impressions, 
screenshots released by the 
company would suggest that 
there is at least a strong 
graphic resemblance between 
the two games. 

Neither company was avail¬ 
able for comment at the time 
of going to press, but reports 
suggest that Mirrorsoft is none 
too pleased about the apparent 
plagiarism and may attempt to 
prevent the program from 
being published in its present 
form. 

Still with Mirrorsoft, the re¬ 
cent silence of its Image Works 
Label is about to be broken 
with the release of Blood¬ 
wych, a one or two player 
adventure in the Dungeon 
Master mould. 

Designed and programmed 
by Pete James and Anthony 
Taglione (formerly of Starlight 
Software), Bloodwych’s main 
innovation is a split-screen dis¬ 


play which allows simultaneous 
two-player games, and conse¬ 
quently a lot of scope for extra 
strategy. 

Players can choose to com¬ 
bine the strengths of their par¬ 
ties as they search for four 
magical crystals in the 
dungeons, or go their separate 
ways and compete against each 
other - either way there are 
plenty of spells, traps and crea¬ 
tures to do battle with. Blood¬ 
wych is released on July 27th 
on ST and Amiga at £24.99 
apiece, with a PC version 
under consideration. 

Also coming soon is Eye Of 
Horus, an arcade adventure 
from Mirrorsoft’s newly-signed 
affiliate label Logotron. 

A debut 16-bit development 
from Denton Designs, Eye Of 
Horus will have a distinctly 


Egyptian flavour - so much so 
that it borrows its storyline 
from the ancient Egyptian 
legend of Horus. The game 
endows the player with the 
ability to transmute between 
human and feathery form with 
a quest to find and reconstitute 
the seven pieces of the Egyp¬ 
tian god Osiris. 

Along the way Horus upgra¬ 
des his magical powers by col¬ 
lecting charms and enlisting the 
help of other gods - which he’ll 
need, as putting Osiris back 
together isn’t enough to com¬ 
plete the quest - he also has to 
do battle with Osiris’ arch 
enemy Set. 

Eye Of Horus is set for 
release on ST and Amiga in late 
July at £24.99, with a PC ver¬ 
sion to follow in August at 
£29.99. 


Jpot the difference... on the left is Chariots of Wrath, and on the right 
w Xenon II. 


The sincerest form of flattery? | 
Two-player dragon bashing / 
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A monstrous great white shark is terrorising the beaches of Amity 
Island. A grim discovery confirms the worst - he's out there and he's 
hungry. In a bid to save the Island's falling tourist trade. Mayor Vaughn 
engages a professional shark killer from the mainland. Unfortunately, 
en route, a fierce storm wrecks his boat, and the means of JAWS' 
destruction is scattered throughout the caves and chasms of a 
menacing sea world. 

In desperation. Mayor Vaughn turns to you. Police Chief Brody. With 
your two colleagues. Hooper, the shark expert, and Quint, the manic 
shark hunter, you set off to retrieve the lethal weapons from the sea 
bed and kill the unwelcome intruder. Unfortunately, 

JAWS has other ideas. 

Whilst JAWS roams the clear water bringing a swift and horrible end to 
unwary swimmers, you must undertake hazardous deep sea dives into 
a world teeming with hostile life and full of unforeseen dangers. To 
make matters worse. Mayor Vaughn is getting impatient. As the death 
toll rises, the beaches, essential for the island's tourist trade, get 


closed. Pretty soon, you may find yourself out of a job. Can you rid 
Amity Island of its malevolent visitor before it's too late? 

JAWS, one of the greatest box office attractions in the history of 
motion pictures, surfaces for the first time on a computer screen near you. 
Mans' deepest fear is back. 

NEW FROM SCREEN 7 

•TM ft © 1975 Universal Pictures. Ail Rights Reserved. Licensed by Merchandising Corporation of America. Inc. 


Marauder. Soldier of Fortune. Hit man. 

His business was death - other people’s of course - 
and his currency was gold... If there was a problem - any problem - 
someone else’s problem, STEIGAR would make it his problem - at a price. 
... No island fortress was secure. No Embassy was safe. If the gold was 
right - the job got done.... Where he came from, no-one dared ask, but 
STEIGAR was bound for Hell... 

Then came capture. The interrogation ..."Too useful to eradicate”the CIA 
said. Drafted into the US Navy, STEIGAR is trained to be a hit-and-run 
helicopter pilot. Only the Senior Command know that STEIGAR is no 
ordinary recruit. 

It may be a terrorist training camp that needs wiping out. It may be a 
military dictator de-stabilising the area who needs attention. When the 
odds seem impossible, STEIGAR is let loose, dealing death and destruction 
to the chosen enemy. 

STEIGAR used to work for gold, now he works for oiders - the job’s 
the same. 

STEIGAR is the kind of arcade quality, multi-level, multi-weapon death or 
glory blast’em up that wrecks joysticks. Dangerous big screen action for 
the mercenary in you! 

NEW FROM SCREEN 7 
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SCREEN 7 products are distributed by-A1 Distribution Ltd., Units 3-7 Baileygate Industrial 






































• * * 

for the small screen 




narrow steel girder, hundreds of feet above the hard concrete below, 
a head for heights is a must. There’s a skyscraper to be built, and the 
Spitters, Crawlers and metal-munching Gremlins are in hot pursuit. 
You step over the slippery remains of your workmates’ luncn, hurl 
your spanner at a menacing shadow, and curse the day 
you became a high steel worker. 

The sixth floor is 


complete. The huge crane delivers the next girder, 
Hashes into your hard hat. Things might not oe so 
bad if you could just find your sandwiches. 

Can you overcome all obstacles and dangers confronting you to 
tower above the city streets below, or will you end up splatting the 


keep you hooked to your computer for hour upon hour of 
frantic high altitude addictive fun. 

Terrific graphics, sampled sound and a great sense of humour make 
HIGH STEEL one of the best new games in ages. 

NEW FROM SCREEN 7 


Format 

JAWS 

STEIGAR 

1 HIGH STEEL 1 

Cass 

Disc 

Cass 

Disc 

Cass 

Disc 

Atari ST 

— 

£19-99 

— 

£19-99 

— 

£19-99 

Commodore Amiga 

— 

£19-99 

— 

£19-99 

— 

£19-99 

PC (CGA/EGA) 

— 

£24-99 

— 

£24-99 

.— 

_ 

Spectrum 48/128 

£9-99 

— 

£999 

— 

£9*99 

_ 

Spectrum +3 

— 

£14-99 

— 

£14-99 

— 

£14-99 

Amstrad CPC 

£9-99 

£14-99 

£9-99 

£14-99 

£9-99 

£14-99 

Commodore 64/128 

£9*99 

£14-99 

£9-99 

£14-99 

£999 

£14-99 

Release dates 

JUNE 

Except 
PC(CGA/EGA) 
to be announced 

JULY 

Except 
Spec/Ams 
to be announced 

JULY 

Except 

CBM 64/128 
to be announced 



AN INTRODUCTION TO THE WORLD OF SCREEN 7 

CSfc.: Who is the most important person at Screen 7? 

You are. 

SCREEN 7 believes that this vital principle is often overlooked. 

We give it the highest priority. 

For a start, from initial idea to finished product, every SCREEN 7 game is constantly 
evaluated for quality. We want you to buy entertainment, not disappointment. 

GREAT GRAPHICS -A- EXCELLENT SOUND THAT ELUSIVE ONE MORE GO’ APPEAL 
-*■' PLENTY OF SURPRISES — LOADS OF EXCITEMENT ->*- A REAL CHALLENGE 
VALUE FOR MONEY ^ 

Seven essential ingredients we build into every SCREEN 7 production. 

After all, we want you to come back. 

Experience a new world of software entertainment. SWITCH ON TO SCREEN 7. 



All titles available through most leading retailers or order today by mail (price includes pip) stating title and format. 
Estate, Pontefract, West Yorkshire WF8 2LN Telex: 557994 RR DIST G Fax: (0977) 790243 
























































NewS 


From Richard Clayderman to Bio Challenge! 
Castle Warrior leads the assault! 


DELPHINE IN DEEP 




E UROPE opening for 
business in 1992 may 
turn out to be a 
double-edged sword for British 
software publishers. For 
although the single market will 
provide more customers, it will 
also mean that the cream of 
continental competition will be 
muscling in on these shores - 
and smart money will no doubt 
tip France’s latest hit house 
Delphine Software to take a 
piece of that action. 

Delphine has only recently 
sprung to the British public’s 
attention, with the signing of a 
distribution deal with Palace 
Software and the immediate 
release of Bio Challenge. 
However, the company has 
been toiling away for over a 
year now and has a formidable 
line up of product slated for 
release before the end of the 
year. 

The first, Castle Warrior is 
an unadulterated arcade romp, 
split into six levels joined 
together by short animated 
sequences. The story tells of 
your quest to find and kill a 
dark wizard, Zandor, who has 
poisoned your father and is the 
only person in possession of 
the necessary antidote. 

In a style somewhat similar 
to Dragon’s Lair (albeit with 
a far greater playability factor), 


Vandor makes 
Laan early 
appearance in Castle War¬ 
rior. 


the tasks set include defeating 
and avoiding fearsome beasts, 
guiding a canoe through a 
stalagtite-ridden cavern, an air¬ 
borne duel fought out astride a 
winged dragon (reminiscent of 
Space Harrier, pr the dog¬ 
fight section in Rocket Ran¬ 
ger) and an ultimate face-off 
with the dark side’s champion. 

The gameplay was still in 
need of work at the time of 
going to press, but the graphics 
and sound are both remark¬ 
able, with the main sprite due a 
special mention for both its size 
and fluid animation. 

Although in a totally diffe¬ 
rent vein to Bio Challenge, 
Castle Warrior displays the 
same polished presentation and 
carefully crafted gameplay as its 
Mgh-flying predecessor. Sche¬ 
duled for an imminent release, 
Castle Warrior looks like it’s 
going to be a ‘must’ for home 
arcadesters. 

astle Warrior’s 
canoeing 
section sees the intepid 
adventurer avoiding whirl¬ 
pools and protecting him¬ 
self from the falling stalag- 
tites - so much for the 
quiet life. 












































# Lucky leaps the channel! 

# First show for graphic adventure! 


In a more cerebral vein, 
Delphine’s next release will be 
an animated adventure in the 
King’s Quest mould. This is 
something of a world exclusive 
for readers of The One, as no- 
one else has seen a single pixel 
from this game yet - and it’s at 
such an early stage of develop¬ 
ment that it hasn’t been named 
yet! 

To add to this air of mystery, 
the game’s plot must also re¬ 
main secret as the gameplay 
revolves around the player dis¬ 
covering what’s going on in the 
world around him by interact¬ 
ing with just about every per¬ 
son and object that he encoun¬ 
ters. Suffice to say that you 


T he so-far un- 
amed graphic 
adventure makes use of 
only two text menu! Every 
other action, including 
moving the main character 
from place to place is car¬ 
ried out via the mouse. 


a elphine’s 
prodigious 
manager, 19 year-old 
Michael Sportouch has 
already edited France’s 
leading 16-bit magazine — 
and written Elite’s Amiga 
Space Harrier... coo! 


start as a window cleaner and 
go on to travel through time. 

Although programmer Paul 
Cuisset (the mand behind Bio 
Challenge) is only two 
months into the job, his com¬ 
pletely mouse-controlled 

adventure is already shaping up 
nicely and looks set to success¬ 
fully take on the Sierra On-Line 
range. 

This unnamed adventure will 
see the light of day at Septem¬ 
ber’s PC Show, and will even¬ 
tually be followed by a whole 
series of similar games utilising 
the same development system. 

Delphine’s final game of the 
year will be its Christmas re¬ 
lease, Lucky. Details are vague 
as yet, but it looks like being a 
form of 3D Pac-Man with fully 
animated characters and a 
Yuletide feel. 

So it looks as though Delphi- 
ne could succeed where Napo¬ 
leon failed and stage a British 
invasion over the coming year. 
And if you feel like involving 
yourself in a little fraternisa¬ 
tion, why not pop along to the 
Palace stand at this year’s PC 
Show and say ‘bonjour’. 


^^he armoured 
I action man 
finally meets Zandor in 

Castle Warrior. 



































































A brief guide to forthcoming re¬ 
leases, delayed projects and work 
in progress. 


► The latest of this year’s sure-fire box- 
office blockbusters has been snapped up by 
Activision. The long-awaited sequel to 
Ghostbusters, imaginatively titled 
Ghostbusters II, re-unites Bill Mur¬ 
ray, Dan Aykroyd, Harold Ramis and 
Sigourney Weaver in another spook-tastic 
adventure. The movie isn’t premiered in 
the US until later this Summer, and won’t 
be seen here until later on in the year, but 
Activision’s in-house programming team is 
already beavering away on the 16-Bit 
interpretations, due for release at Christ¬ 
mas. 


► US Gold has acquired the licence to 
convert Sega’s multi-directional two- 
player scrolling shoot ’em up Crack 
Down (see Arcades, Issue Seven) and 
Forgotten Worlds conversion team 
Arc Developments is working to a New 
Year deadline. 


► Contradictory to what you may have 
been led to believe, an ST version of 
Readysoft’s I Mb Amiga hit Dragon’s 
Lair IS definitely in the pipeline. Like the 
Amiga, the ST interpretation will occupy 
six disks, but due to the differences in the 
memory capacities of Amiga and ST drives, 
only half of the action sequences that make 
up the game itself will be present. Ready- 
soft is beavering away on the project now, 
and the finished product should be available 
sometime in the new year. 


► In between moving into a trendy playboy 
apartment in the country, complete with a 
swimming pool, tennis court, and six acres, 
IK-f author Archer Maclean is tinkering 
with a 3D Snooker simulation, which, 
he declares modestly, “will knock the s#!t 
out of 3D Pool. There’ll be an awful lot 
more playability and more on screen.’’ 
Unfortunately we won’t be able to judge 
for ourselves until the beginning of 1990 - 
at the earliest! 


T he fact that we re enjoying 
one of the hottest Sum¬ 
mer's in memory seems to have 
escaped The Edge, as its second 
lucrative Garfield licence brings 
everybody’s favourite feline to 
alps of all places! Winter's Tail 
features all the original charac¬ 
ters, solv ng a series of ski- 
orientated puzzles. The ST ver¬ 
sion should be available soon at 
£19.99, with the Amiga to follow 
at £24.99 


► NewS 


Targhan unsheathfs his blade! 
Mad for summer schedule! 


GAIN WITHOU 
PAIN 


G ainstar, which has re¬ 
cently made the tran¬ 
sition from distributor 
to fully-fledged software pub¬ 
lisher, is hoping to stamp its 
name firmly in the industry 
with a choc-a-bloc line-up of 
releases scheduled for the next 
six months. 

First to hit the shelves will 
be Targhan from French soft¬ 
ware house Silmarils. Like the 
company’s previous release, 
Manhattan Dealers, Tar¬ 
ghan is essentially a beat ’em 
up, this time in the Sword Of 
Sodan mould, with plenty of 
long waving hair and bursting 
biceps to set the scene for the 
sword-slaying action. 

The game takes place in a 
medieval world over 140 
screens large, inhabited by 40 
different types of creature - 
some more friendly than 
others. 

Targhan should be released 
within the next week on all 


bulging biceps and Barbaric battles 
Gainstar’s forthcoming Targhan. 


three formats, priced at £ 19.99 
for ST and PC and £24.99 for 
the Amiga. 

Silmarils next release, Mad 
Show is due to appear later in 
july, again on all three formats. 

This one casts the player as a 
contestant in a surreal TV game 
show hosted throughout by a 
super-slick Bob Monkhouse- 
type character. The game is 
split into two parts: the show 
itself (a form of roulette), and 
four arcade sub-sections played 
at intervals throughout the 
course of the show. 

In September there’s an un¬ 
titled Elite-style space combat 
game, with the main twist 
being the complete lack of 


vector graphics, filled or other¬ 
wise. Instead the programmers 
are opting to design and draw 
all the spaceships in the game 
by hand! Also scheduled to 
appear at roughly the same 
time is Last Raiders Of 
Wind, on which little informa¬ 
tion is available other than it’s a 
shoot ’em up of sorts. 

Not surprisingly, details of 
Gainstar’s two Christmas big¬ 
gies are quite vague, but 
they’re sounding promising all 
the same. Both games are yet 
to be named, and will both 
utilise the same 3D graphics 
technique which Gainstar’s in- 
house team is currently work¬ 
ing on. 


◄ y; 


You’ve read about what’s to come, now 
here’s one that’s already here - Alien Legion, 
an enjoyable mish mash of shoot ’em up action 
and arcade adventure. It’s available now on ST and 
Amiga at £24.99. 




























TheBEST 


Just Got Even Better! 


First we took the Chessmaster 2000 and added 10 Man-Years 
of work by our programmers and graphic artists... then we supercharged 
its brain with the latest, most powerful, chess playing technology. 


-THE FIDELITY. 


CHESSMASTER 

2100 




' ■ > If 


jst Chess Program in the World 


On-screen menu driven features include f 


# Unlimited levels of play from 
"Newcomer" to "Grandmaster". 

# Take back and replay moves. 

# Change sides at anytime. 

# 2D, 3D and "War Room" board designs. 

# Save and/or print games. 

^ • Joystick, mouse or keyboard control. 

Pir # Complete illustrated booklet with 
tutorial. 

# Graphically turn the board 90 degrees to view every angle. 
tSome features are hardware dependent and not available on all computers. 


Distributed by 


Available for IBM and 
compatibles, Commodore 64/128, 
Apple ll/Mackintosh, Amiga 
and Atari ST. 


*From reviews and awards by 
The New York Times , 

PC Magazine , Compute! 
and many others. 


For further information on Mindscape Products and your local dealer contact. 

Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN84DW.Tel. (044486) 545/547 
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^ ne of the most impressive 
pieces of graphics in the game, 
looks to be the ‘patchwork* as they call it at 
Argonaut. The undulating landscape between 
major cities is constructed of patchwork 
squares of various green tones, not unlike the 
landscape in Virus. Just outside one of the cities 
is this active volcano. Note: don’t land in 


I ez San needs little introduction to most 16-bit 
computer users. He’s not only the writer of the first 
big game on the ST, Starglider, but also one of the 
most outspoken champions of the Amiga as a 
development machine. 

He’s to be found on the CIX bulletin board service 
fielding queries from Amiga users from all over the 
country and is a fervent worker on the behalf of 
Amiga developers, the people who produce soft and 
hardware for the Amiga. 

Argonaut was built around Jez after his success with 


Starglider on the ST. Having produced the game for 
all formats, and then Starglider 2 and Activision’s 
Afterburner for Amiga and ST, the team has 
returned to a product, which in many ways is their 
oldest product of all. This isn’t as cock-eyed as it 
sounds. Hawk has been in production for many years 
in different forms, and worked on in between other 
projects ever since Argonaut has been in existence. 

So now it’s early June, and Electronic Arts has been 
waiting for Hawk to be finished for a year. True to 
form, Argonaut is still perfecting the program, but 
neither they nor EA seem too worried by it being 
late. It seems they’d rather it was the best thing ever 
than merely ready in time for some spurious deadline. 

How long has Hawk really been in production then, 
|ez? “Good question. A long time, far too long. It was 
started before Starglider 2,1 think. But recently it’s 
had a lot more manpower put on it to get it out the 
way. It’s been a very big project.’’ 

So big in fact that in recent months Jez has had to 
take people off other ‘hush hush’ projects they’re 
working on to work on the maths for Hawk: Most 
people in the company have done a small part, but 
recently everyone’s been on it.” 

The team that’s put so much toil into Hawk are 
Peter Warnes, Chris Humphries, Ian Crowther, Paul 
Reid, and Danny Emmett. Danny has worked exclu¬ 
sively on the graphic design of the enormous amount 
of objects in the game. 

As Jez puts it: “Everybody picks a forte that 
contributes to the final project. At the moment we 
have Pete working on graphic maths, shading and stuff, 
Chris working on simulation maths, Paul working on 
map design and also his own map designer program to 
help him do that, Ian working on mission design and 
weapons loading routines, and Richard Clucas, our 
software manager, is on I/O routines which he largely 

















































































































inherited from Starglidler 2. So Hawk is everything 
Stargiider 2 was in terms of technology, plus 
another few years more work, plus a totally different 
game scenario.” 


Hawk will be notable for many things, not least of 
which will be its map, which could prove to be one of 
the largest in game history. Paul Reid gleefully showed 
me his mind-boggling map designer program, and 
brought up a display of squares, a complex tracery of 
wiggly lines with hundreds of minute cyan boxes on it. 
“See those boxes...” he said, “they are all airports that 
you can land on.” 

The map was originally larger than its current huge 
dimensions, but as Jez comments it was recently 
shrunk to give the team greater precision. “I believe 
now the map is 1,024 kilometres by 1,024 kilometres, 
and that’s a very densely filled map, with a one 
centimetre resolution. The reason we chose 1,000 
kilometres is that it takes long enough to fly at Mach 2 
or 3. We are simulating real time, so there’s no 
button you press to fly faster than you should. To fly 
from one part of the world to another is going to take 
you a pretty long time even with a 1,000 kilometre 
map. And we have a full complement of roads, cities, 
rivers, and enemy and allied forces, and they’re all 
working on the map, they’re all there. It doesn’t just 
pick it randomly as you fly up to something, it’s all 
there whether you can see it or not.” Just like in real 
life, eh? Yep, all the cars and trucks drive around 
waiting for you to choose their paths. It’s a little 
world simulation of its own. 


How many missions are there to fly then, Jez? “That 
hasn’t been finalised yet, we’re still designing the 
missions. That’s the last thing to go in. With the rest 
of the game working we can now go in and 
concentrate on what the user actually has to do.” 

The team is picking missions that the computer can 
decide on, so they won’t be ‘hard-wired’ in that sense 
of you know what you’re going to be up against. You 
will always get a different game each time you sit 
down at the controls. That’s why the mission handler 
seems so complex. It doesn’t just pick the things for 
you to attack, but it has to do it logically, calculate 
route planning etc. So your on-board computer is 
checking for the best way to avoid enemy radar and 
stuff like that. t 


The amount of hardware in Hawk is staggering. At 
the time I spoke to Jez, there were 35 different 
aircraft in the game: “They’re all different, they look 
different, they look correct. Danny has spent the best 
part of 18 months designing the aircraft and the 
buildings and things. The ones that have swing wings, 
do. They animate. The ones that have propellers and 
rotors, the helicopters, they all animate correctly, 
they all look beautiful. And they all fly right as well.” 

Jez reckons that the simulation algorithms in Hawk 
are so good that they can plug in a new plane, with 



■wo dimensional pictures can’t 
really show up the terrific 3D 
effect in these shots, so to give you an idea here 
is a sequence of shots specially treated with 
’stereodyne’. Stare at the centre picture and 
you get a realistic 3D view of Chicago. Or 
perhaps not. 


r o develop each cityscape, the 
buildings and roads were sculp¬ 
ted mathematically in the computer’s memory 
and then put into this working simulation of 
the game, complete with head-up-display etc. 
From the cockpit you can then view the city 
from any angle, to check the shading. In the 
diagnostic routine, the ship itself is the light 
source, so if you view it from outside you can 
also check the shading. 

^hown here on the game simulator, a 
Jflypast of three of the game’s aircraft in 
‘arrowhead’ formation. The pyramids in the distance 
are islands. Pretty pointed islands, sure, but what do 
you want? Palm trees? 
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a fly low over the city in the demo 
■ city database. Argonauts can ex¬ 
amine the scene in great detail, and this time 
without shading, but with colour. The planes 
can be examined all round for accuracy of 
design and colour. 

P aul Reid’s map designer works in 
any resolution from 1,000 km to 
I cm. You can place any object from a building 
road with pixel perfect accuracy, 


to a city or 
even have a fly-over (why not?). 


new throttle response and wingspan and wing shape 
and it will fly correctly for that type of aircraft. The 
code driving their planes paths is small, just telling 
them where to go in the space provided. The 
algorithms for the flight simulation take over and 
make the particular object react like the real thing. 
“You can fly anything from an F-16 combat fighter to 
747 Jumbo Jet or even Concorde, A-10 Tankbuster... 
they’re all in there and they all fly the way they should, 
even the SR-71 Black Bird! Yes, that’s in there too.” 
Ah yes, the famous secret black spy plane that s more 
like a space ship (interesting fact: did you know the 
SR-71 is about to be retired after 25 years service? 
Not many people know that... Ed). 


apm 

mm 


Apart from the other aircraft, there are 250-300 
other objects in the game, all demanding space. These 
include hot air balloons and zepellins drifting around in 
the atmosphere. There are also a lot of buildings, like 
hangers and domes with swing doors and sliding 
hatches, holding all kinds of naughty surprises. The 
technology to produce so many objects has taken a lot 
of work. ‘‘For example, Starglider had about 25 
objects which was considered a lot, at the time. 
Things like Carrier Command or Virus, they only 
had about 20-30 objects. Starglider 2 had 103.” The 
team shoehorns all the objects into memory by 
constantly refining the format the objects are stored 
in. Now they take up a mere 0.5K per complex 
object. Even with a few hundred objects in memory 
you only lose about 150K, and probably less than that, 
as not every object is as complex as a helicopter made 
from 70 polygons! Jez is proud of his boys’ ability to 
keep a number of multiple polygon shapes moving on 
the screen at normal speed: ‘‘What amounts to 
hundreds of polygons all whizzing round in each scene 
you see on screen, which is why it’s amazing how fast 
it is from how how much work it’s doing.” 

Hawk is fast, because the Argonauts like fast- 
moving games, and to simulate reality you need a fast 
frame rate. But there has to be a trade-off in speed to 
calculate all the objects, light sources and shading: 
“We’re not in it to say this is the fastest game ever. 
We’re in it to say this is the best looking, best playing 
game ever. And it’s still fast (laugh). We could get it 
faster if we skimped on the detail, but we re not going 
to!” One thing for Amigaphiles to note is that Jez told 
me that if you run a fast 68020 or 68030 processor in 
your machine, your game will not only run faster but 
have beautiful extra shading and rendering routines 
running in parallel with the normal output from the 
game. So it will run faster like normal games will, but 

it will also look better too! 

So, the amount of things you can keep track of is 
dependant on the sophistication of the algorithms you 
use. What is the upper limit? “We don’t think they re 
going to get any faster graphics using what we re using 
now. It’s a case of finding more varied ways of 
displaying them. We’ve got some transparency in 
there now, so we can have window panes and things 
like that. We may look into curves in the near future. 
Not for Hawk, probably for the next project.” 

The prpblem as Argonaut see it is you can go so far 
developing new algorithms and new ways of making 
graphic cames, but if you don’t produce products, you 





























don’t make the money to pay for the wages of your 
programmers, the rent, or the petrol for your Ferrari. 
You have to make a game every once in a while, but 
this allows you the scope to play around with new 
techniques, new ideas. 



Originally, Hawk was designed by Jez to get the 
Electronic Arts contract, but since then so many 
people have been involved in it that it looks nothing 
like his original design. Better too, he says: “Because 
one person can’t do a global design. And this game has 
had a lot of minds on it, honing it and making it really 
special.” It’s the Argonaut design philosophy in a 
nutshell, a group effort by Jez’s hand-picked troops. 

What is the Argonaut approach to a design? “We 
like to design around the machine that it’s going to go 
on. Original designs are always too ambitious, and as 
we find out what the machine’s capable of and push its 
limits, we then tailor the game design around the 
machine. So we end up with a well fitting product. We 
are unusual in that we are one of the few companies 
which is prepared to go a long time without 
producing anything to get them really good. We’re a 
year late so far with Hawk. EA has been very patient. 
Unlike some companies we’ve worked with in the 
past, (no names please) who’d rather it in on the day it 
should be, than better the day later, sort of thing.” 

Jez also likes the EA philosophy of game design, 
which in typical Californian style is short and snappy, 
like an advertising slogan - Simple, Hot and Deep. 
Simple means that the player has to be able to get into 
it relatively quickly. Hot means it has to be an 
incredibly good game, pushing technology to the 
limits and looking fab. And Deep means it has to last. 
You must want to play it again and again. “Otherwise 
it’s not good value, which is what I like to give 
people,” adds Jez, “after the initial excitement you 
must want to back to it weeks or even months later.” 
And haven’t we? Populous and Fusion are two 
examples which spring grinningly to mind. 


Usually in the Work In Progress features, we like to 
give a glimpse in to the special techniques which the 
programmers use to produce these startling on¬ 
screen effects. But unfortunately for us, Argonaut’s 
are all proprietory. “They’re what give us the edge, so 
we have to be very coy about telling people about 
them.” But what Jez could tell us was that the 
techniques they use are not what you’d find in any 
textbook. Most 3D companies, he says, just lift their 
algorithms out of texts on 3D vectors and How To 
Do Computer Graphic tomes. You can get reasonable 
graphics that way, but not fast graphics. Theirs is very 
much a mathematical approach to programming than 
an artistic cut and paste exercise using different sized 
sprites, ready built graphics etc. “We don’t like to 
force the eye to look in any one angle or in any one 
perspective all the time. We like to be able to pan the 
camera/eye around a bit. We really like the generality 
of our graphics system, because now we can plug in a 
new object very easily when it gets designed. We can 
now light it from any angle, so the light source can be 
anywhere, even moving. And you can move the 
camera anywhere, even instantly punch up a new 
camera and get a new view in real time.” 



■■■he Hawk team caught in a typi- 
I cally laid-back pose. From left to 
right: Chris Humphries (Flight dynamics and 
object strategies), Paul Reid (Maps), Ian Crow- 
ther, (icons and menu systems), Peter Wames 
(Technical stuff like maths and polygons), 
Richard Clucas (project management and 
general bossing about) and of course, Jez San 
(well...erm...everything else, really). Truly a 
buch of guys Argo-naut to be messed with. 


The Argonaut development system that the team has 
been writing in parallel with the Hawk project is its 
own assembler package. Puns are a way of life at 
Argonaut. The very name of the company is a pun on 
Jason and the Argonauts, a classical civilisation yarn 
about a hero and his boatful of adventurers striding 
out in search of the golden fleece. All puns about 
fleecing and gold aside, Jez plumped to name the new 
assembler ArgAsm, Arg for Argonaut, and Asm for 
assembler. Pretty funny, huh? So, why do it in the first 
place. 

“We’ve been using Hisoft’s DevPac for a long 
time, and we’re very happy with it, it does what we 
want. But Hawk is such a big program now, about 
two and half megabytes of source code, and that takes 
an awful long time for you to assemble the whole lot. 
We’re talking 15-20 minutes to assemble it. And 
that’s too long. So we set about writing our own 
assembler that would double DevPac’s speed. We 
did a lot of experiments with parsers etc. In the end 
we settled on a novel new system which is not two or 
three times, but 10 times faster. Some things which 
were taking minutes are taking seconds. And now it’s 
finished.” 

There’s now even an editor for it, not originally 
planned, called ArgEdit. It’s a multi-window multi-file 
editor, so now they can edit all the source files at the 
same time on their cluster of pumping iron Amiga 
A2000s. So out of their need for a faster development 
system came a actual product which we can all use. 
Well, all of us who eat and drink source code that is. 
ArgAsm should be out in late July, so keep watching 
the skies. 


■o fully test the shapes of objects 
in the game, the objects are put 
into this special viewer which checks the 
shading and integrity of the object. Does it 
shade itself properly in relation to the light- 
source? Does it look hot? You betcha. 





















































BASED ON THE MAJOR TELEVISION SERIES 
FEATURING ALL THE FAMOUS CHARACTERS 
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You have joined the world 
famous International Rescue. In four, ‘race against time’ graphic adventures, 
you must prove your abilities to Mr. Jeff Tracey. 

These include The and a final 

climatic meeting with your arch-enemy in 

Can you solve the puzzles in time? Can you help 

and all the International Rescue team in four dangerous missions? 
The World is waiting for International Rescue, 


©1989 GRANDSLAM 
ENTERTAINMENTS LTD. 
12-18 PAUL STREET, 
LONDON EC2A4JS 
TEL: 01-247 6434 


AVAILABLE ON 


ATARI ST 8e AMIGA £24.95 
C64, AMS & SPEC DISK £14.95 
C64, AMS & SPEC CASS £12.95 
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FOR ADULTS 


Microstyle is the new software label. The new 
option for those who demand fun, excitement and 
challenge from life. 

Each game is specifically written for the ST 
and Amiga, making full use of the capabilities of 
these machines. So they produce stunning 
graphics and superb gameplay 

A detailed motorbike racing simulation, 

Honda R.V.F., is the first Microstyle title available 
from all good software stores. 
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^a mes Bond may have lost his 
but Domark still has 
Jm one — and it looks as though it’s 

been used to produce the best 007 game yet. 
Ciaran Brennan slips into a tuxedo and goes 
along for the ride... 


>ound 
plane 
st the 
ine to 


J0"^blivious to tl 
.mm. \mJr still on thei 
gang continues to load thei 
floating plane. As Bond s^ 
slowly accelerating plane (< 
roin that he encounters), 












































































Domark’s previous 

n attempts at bringing 
Bond to the small 
screen have more often 
than not ended in disas¬ 
ter — who remembers the lacklustre 8- 
bit interpretations of A View To A Kill 
and The Living Daylights? Licence To 
Kill succeeds where the others failed 
for two reasons — because it’s a very 
enjoyable game and (just as important¬ 
ly) a faithful adaptation of the film. The 
movie’s most spectacular action sequ¬ 
ences have been realistically recreated 
and the levels genuinely flow into one 
another, thus adding more to the cine¬ 
matic feel. Each section is different 
enough from the last to maintain varie¬ 
ty, and at times the action can get a 
little too hot to handle — but that’s 
nothing that practice won’t cure. At 
last, a Bond game that will be appreci¬ 
ated by 007 fans and arcade addicts 
alike. ‘Q’ would be chuffed. 


£19.99 
Out Now 
78% 
77% 
83% 
80% 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


O This will be identical to 
the ST version, apart 
from some minor inevit¬ 
able colour changes and 
the possibility of a 
wider range of sampled sounds. It’s 
due to appear soon at a price of £19.99. 


Both EGA and CGA are 
supported, with the 
I EGA version shaping up 

to be every bit as im- 
Br pressive as its counter- 

It should be released sometime 


parts. 

within the next month at £24.99. 
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>rtunately, Moore finally put away 
russ and handed over his licence to 
to the younger, more athletic (and 
litely more swoonsome) Timothy 


To Kill 












































FILM SPIES ARE FOREVER 

D ouble-oh-seven... James Bond’s licence to kill or 
Cubby Broccoli’s licence to print money? Curtis 
Hutchinson casts a quick glance at the history of the 
world’s most famous spy and remains shaken... 


T he Bond machine rolls confidently into 
the 1990s with Licence to Kill, a film 
that effectively continues the redefinition 
process kicked off by 1 987’s The Living 
Daylights. Rather than focusing on yet another 
evil genius hell-bent on global domination, this 
latest film tackles a ‘real’ issue... organised drug 
dealing in South America. 

Timothy Dalton’s 007 may not be a mere 
clone of his predecessors, but he’s as hard- 
edged and human as the Bond of the original 
books. Although the movie has all the elements 
synonymous with a Bond film, like the elaborate 
chase sequences, the inevitable gadgets and 
obligatory bimbos, it’s executed with the kind 
of subtlety that’s been absent from the series 
since Sean Connery said (never say) never again 
and hung up his toupe. 

Spanning, as it does, 27 years and 16 films (18 
if you count the ‘unofficial’ Casino Royale, 
featuring David Niven as Sir James Bond and 
Woody Allen as Jimmy Bond, and of course 
Never Say Never Again) it was inevitable 
that the quality of the first three movies could 
not possibly be sustained, but who could have 
predicted the lull that set in after Connery 
retired? 

In fairness to Roger Moore he did start out 
promisingly enough with Live and Let Die, 
but successive films moved progressively away 
from the central character to focus on gadgetry 
and stunts. Consequently the films lost their 
individual identities. 

For example your casual Bond watcher 
wouldn’t have many problems remembering the 
plots to the Connery movies, but I defy anyone 
to explain the difference between The Spy 
Who Loved Me and 
Hjr ihMS For Your Eyes Only 

Whilst we’re on the 
subject, what the hell 
I The Man With 

J i The Golden Gun ab- 
out? I seem to recall that 
Christopher Lee had 
three nipples, Britt Ek- 
land screamed a lot and I 
/ missed the last bus 
' home after seeing it... 

mtS/J With Moore finally 

bowing out after the 
lamentable A View to 
' a Kill, the series’ long¬ 


time producer Albert Broccoli (‘Cubby’ to his I 
friends - and enemies) wisely encouraged his I 
new Bond, Timothy Dalton, and production * 
team to look back at the earlier 007 adventures 
as a reference point. The results speak for y 
themselves. 

Even though the new film borrows some of 
its plot from the novel Live and Let Die 
(along with two short stories; For Your Eyes 
Only and The Hilderbrand Rarity), Licence 
to Kill is the First Bond film not to feature an Ian 
Fleming title. 

Originally it was to be called Licence 
Revoked, but this title didn’t translate well 
into other languages (and rumour has it that, 
when tested, the majority of a selected Amer¬ 
ican audience didn’t know what ‘revoked’ 
meant). Furthermore the resident tunesmith 
was probably having a few sleepless nights trying 
to come up with a catchy three minute theme 
song with Licence Revoked in the chorus. 

Curiously though the original title is far more 
appropriate than the one that was finally chosen. 
For the first time in the series Bond lets his 
emotions get the better of him and he embarks 
upon a personal vendetta to avenge his Amer¬ 
ican ex-CIA friend Felix Leiter (played by David 
Hedison, last seen in the role in Live and Let 
Die and a veteran of the classic TV series 
Voyage to the Bottom of the Sea) thus 
provoking M to suspend his licence to kill. 

Shot entirely on location in Mexico and 
Florida, Licence to Kill is only the second 007 
movie not to be based at Pinewood Studios, the 
first being Moonraker which was filmed at 
three separate studios in Paris. 

Bond, however, wouldn’t be Bond without a 
sprinkling of useful gizmos. 

Even though he’s been struck off Her Majes¬ 
ty’s Secret Service, 007 is paid a visit from a 
vacationing Q (Desmond Llewelyn, who’s 
appeared in every Bond movie except Dr No 
and Live and Let Die). He brings with him a 
bag of goodies containing apparently innocuous 
but lethal tourist accessories like a passport that 
explodes when opened, a tube of toothpaste 
stuffed full of plastic explosives and a Hasselblad 
camera that turns into a gun. 

As for what happens next? Well, that would 
be giving it away... One thing that can be 
revealed though, is that, despite reports to the 
contrary, Licence to Kill will not be Dalton s 
last Bond film, his next, as yet untitled, adven¬ 
ture is scheduled for a summer 1991 release. 



















✓ Full compatibility with all Atari ST 
models, Amiga 500 & Amiga 1000 

✓ Top quality Citizen drive mechanism 

✓ One megabyte unformatted capacity 

✓ External plug in PSU (Atari ST) 

✓ Throughport (Amiga) 

✓ Very quiet 

✓ Slimline design 

✓ Colour matched to computer 

✓ Long cable for location 
either side of computer 

✓ Full 12 months guarantee 


Don't forger® prices shown 
include VAT and delivery 


ATARI ST VERSION ONLY 


AMIGA VERSION ONLY 



Including VAT and delivery 


All our ST prices include: mouse etc. plus 5 disks of 
software including First Word wordprocessor. utilities. 
Neochrome graphics utility, game and demos. 


AATARI _ 

520 STFM POWER PACK 

Amazing value, all-new special ST package from Atari! Includes 520STFM with 1 MEG drive, 
joystick, mouse, user guide, 5 disks of public domain software, plus an Incredible selection of 
chart-topping software worth over £5001 Software included is: 

R-Type Pacmania Out Run Nebulus All ■ a 

Afterburner StargWer Borrtxizal Stargopse POuQ AA 

ULST SSL I Fret Basfc ** LOOO.00 

ar Bffi, °' 9anisaf on, y Inc vat & delivery 

520 STFM SUPEFt PACK 

Includes 520 STFM with 1MEG drive, over £450 worth of software, joystick, mouse, 
User Guide and 5 disks of Public Domain Software. Software included is: 

Marble Madness Test Drive Chopper X jU AU/ 

Beyond Ice Palace Buggy Boy Ranarama IVtfVr ^ 

Thundercats QuadraJien Starquake nn > A f V < I VI flfl 

Summer Olympiad Xenon Genesis PTICG! JL %M I m Uy 

Arkanoid II WlzbaJI Black Lamp 

Eddie Edwards Ski Seconds Out Thrust Only |nc VAT & delivery 

I kail Warriors _ Zynaps _ Organiser _ * Tni ” 7 

520 STFM with 1 MEG internal drive fitted ..£269.00 

1040 STFM latest model, with built-in TV modulator.£399.00 

1040 STFM model as above with ‘Microsoft Write* & ‘VIP Professional’.£419.00 

1040 STFM including joystick, 21 games with business software as 

supplied with above described ‘520STFM Super Pack’.£419.00 

1040 STFM inc. ‘super pack' extras as gU3ove,^MS^Write|_&_|yiP_Pro/_ :::::: _£459 .00 

Mega ST1 with mono monitor, ‘MS-Write’ & ‘VIP Pro.’.£599.00 

Mega ST2 with mono monitor, ‘MS-Write’ & ‘VIP Pro.’.£849.00 

‘Super Pack software’ as supplied with above 520 STFM offer.£ 60.00 

520 STFM 1 MEG internal 3.5" drive upgrade kit inc. full instructions.£ 74.95 

SMI24/5 mono monitor.. £119*22 

SCI 224 colour monitor.•...£279.00 

Philips 15" FST Teletext TV/monitor model 1185, full rem/ctrl, c/w cable .... £269.00 

Philips CM8833 14" colour monitor c/w ST or Amiga lead.£229.00 

Philips CM8852 as above, higher resolution ..£299.00 


DOUBLE TAKE! 
PYE 15" FST 
TV/MONITOR 

(MODEL 1185) 


Superb quality, stylish medium 
resolution FST colour TV/moni¬ 
tor to suit the ST or Amiga. 
Features teletext, full infra-red 
remote control, Euroconnector, 
Video/Audio input and head¬ 
phone output connectors, 40 
tuner presets, external aerial 
connector and loop aerial. Sup¬ 
plied with cable (please state 
computer type when ordering). 


GREAT 
VALUE ! 

£ 269.00 

includes VAT 
and computer 
connection lead 


All prices include VAT, delivery and cable 


Star LC10 best-selling 144/36cps 9 pin, 4 NLQ fonts, inc.2 extra ribbons free.£199.00 

Star LC10 7-colour version of above printer, inc.2 extra black ribbons.£249.00 

Star NX-15 budget wide carriage 9 pin printer.£319.00 

Star LC24-10 feature-packed 10" multifont 24 pin printer.'..£319.00 

Star NB24-10 great value 10" 24pin inc. cut sheet feeder + 2 extra ribbons.£499.00 

Star NB24-15 wide carr.version of NB24-10 inc. cut sheet feeder.£649.00 

NEC P2200 budget 24pin, 10" carriage 168/56 cps.£319.00 

Amstrad DMP3160/3250DI 9 pin, 10’ carriage.£189.00 

Amstrad LQ3500 10" 24pin with both serial and parallel interfaces.£279.00 

Panasonic KXP1081 reliable budget 10" printer 120/24 cps.£169.00 

Panasonic KXP1180 new, exciting high spec, multifont 9 pin 10"...£199.00 

Panasonic KXP1124 superb value 10" multifont 24 pin with 6 typestyles.£319.00 

Epson LX800 popular 10" 180/25 cps. £??'22 

Epson LQ500 good 24pin printer 150/50 cps.£319.00 

Citizen 120D good value 10" 120 cps.£139.00 

CitizenHQP-^S^ar^am^^injvidecarnag^grintei^^^^^^^^^^^^Edg^OO 


AMIGA ACCESSORIES 


A501 FtAM/ Clock expansion unit for the Amiga 500.£129.00 

External 5.25" 40/80 track switchable floppy drive.£114.95 

Project ‘D’ disk backup utility.£34.95 

X-Copy new disk backup utility.£27.95 

Vortex ‘System 2000’ 40Mb hard disk, with interface & software.£529.00 

ITT CP3228 16.5" TV/Monitor with full rem/ctrl & SCART cable.£229.00 

Philips CM8833 colour monitor, c/w Amiga cable.£229.00 

Philips CM8852 colour monitor as above, higher resolution.£299.00 

Amiga 500 dust cover.£4.95 



NOW 

AVAILABLE! 


ULTIMATE 
ATARI ST 
DISK 
UTILITIES 

4 SOFTWARE BACKUP Incorporating turbo nibbler 

Version 5 backup incorporates a very fast and powerful 
menu-driven backup utility. Makes use of all available 
drives and memory. 

♦ 80 SOFTWARE BACKUP PARAMETERS 

Now with 80 individual parameters to backup and 
de-protect even the toughest of protection schemes! 

♦ FAST BACKUP VERSION 2 

Will backup a non-protected disk very speedily, using 
‘File Allocation Copy’ techniques. 

♦ EXTERNAL DRIVE BOOT 

Allows many programs to startup from drive B. 

♦ ORGANISER ACCESSORY 

Providing extremely useful disk management commands 
under one desktop-based accessory, including 
FORMAT, RENAME, DELETE etc. 

♦ SPECIAL FORMATTERS 

Increase your 3.5" disk user storage capacity by up to 
25% and improve access speed by up to 30% with these 
two new disk formatters provided ! 

♦ RAMDISK and SET DATE/TIME accessories. 

♦ plus UNDELETE, DISK ANALYSIS, UNFORMAT 
I DISK SPEED CHECK and much more I 

.Existing users - upgrade your^ 
Disector ST disk for only £7.95 


■Only £28.95- 


3.5” Disks 


10 Bulk packed DS/DD 3.5" disks 

with labels, fully guaranteed.£11.95 

25 bulk disks as above...£27.95 

10 disks as above with plastic case.£13.95 

25 disks as above, with 40 capacity 

lockable storage unit.£34.95 

Kodak DS/DD 3.5" disks, top quality 

storage media, fully guaranteed. Box of 10 ... £17.95 


How to order from 

BMEECB3ID 


Phone us with your 
ACCESS or VISA 
card details on: 
H 0386-765500 


All prices include VAT and delivery. Express Courier delivery £5.00 extra. 

fwl Send cheque, Postal Order 
^ or ACCESS/VISA card details 

Evesham Micros Ltd 

63 BRIDGE STREET 
EVESHAM 
WORCS WR11 4SF 
(?) 0386-765500 

fax 0386-765354 
telex 333294 

Govt, educ. & PLC orders welcome 
Same day despatch whenever possible 
All goods subject to availability, E.&0.E. 
Open to callers 6 days, 930-530 

Also at: 1762 Pershore R<L, Cotteridge, Birmingham B30 3BH Tel: 021 458 4564 
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Software 

Partners: S. A. BEECH & R. A. BEECH 


CASTLE SOFTWARE 
2 WILLIAM CLOWES STREET 

BURSLEM 
STOKE-ON-TRENT 
TEL: 0782 575043 

NOW TAKEN ACCESS & VISA 


ATARI ST SALE TIME 


221b Baker Street.7.95 

Airborne Ranger 15.99 

Armageddon May.5.95 

Action Service.6.95 

Archpelagos. 16.45 

Bards Tale.7.50 

Bubble Ghost. 7.95 

Balance of Power. 11.99 

Baal. 13.99 

Billiards Simulator.7.95 

Batman. 12.95 

Barbarian II. 12.95 

Bombuzal.8.95 

Beyond Zork. 9.95 

Ballyhoo.7.95 

Borrowed Time.2.99 

Catch 23.2.99 

Corruption. 15.99 

Cosmic Pirate. 13.95 

Dragon Ninja v . 14.95 

Dungeon Master. 15.99 

Deja Vu.9.95 

Exolon.6.95 

Eliminator.6.95 

Elemental.2.99 

Formula One Grand Prix.5.95 

Fernandez Must Die.6.95 

F16 Fighter Pilot. 15.95 

Falcon. 15.95 

FOFT.'. 19.95 


THE ST SALE 


Gato. 9.95 

Get Dexter II.4.99 

Galdragons Domain. 13.95 

Hollywood Hijinx.7.95 

Hawkeye. 15.95 

Hotball. 11.99 

Human Killing Machine. 10.95 

Hellfire Attack.5.95 

Hardball.7.95 

Hacker.2.99 

Hacker II.2.99 

Infidel.6.95 

International Karate.5.00 

Joan of Arc. 13.95 

Jug. 13.99 

Knightmare.5.95 

Karting Grand Prix.5.95 

Killdozers.2.99 

L'Affaire.3.95 

Lurking Horror.7.95 

Leather Goddesses. 9.95 

Leisure Suit Larry. 14.95 

Leisure Suit Larry 2. 14.95 

Lombard RAC Rally. 14.95 

Leaderboard.7.95 

Music Construction Set.7.95 

Marble Madness.7.50 

Maniax.6.95 

Millenium 2.2. 15.95 

Mean 18.7.95 


MASSIVE SAVINGS ON ATARI ST 


Music Studio.. 


ATARI ST MEGA SALE 


Microprose Soccer.. 
Nigel Mansell Grant 
Northstar. 


Out Run.. 


Sky Chase 2 .. 

Sundog. 

Shadowgate . 
Shanghai. 


ST 5 Star. 

STOS. 

STOS Sprites. 

STOS Compiler . 

Stargliderll. 

ST Wars. 

Spy vs Spy. 

Space Harrier.... 


..9.95 

Spitfire 40... 

.7.95 

..2.99 

Speedball. 

. 14.95 

15.99 

Strike Force Harrier. 

.6.95 

..5.95 

Silent Service. 

. 16.95 

..5.95 

Strip Poker 2 +. 

.6.95 

13.95 

Seconds Out. 

.5.95 

12.95 

Shackled. 


..6.95 

Superman. 

.9.95 

i. 

Shuffleboard. 

.2.99 

16.95 

Summer Olympiad. 

.7.95 

12.95 

Trasheap. 

.2.99 

..5.95 

Tanglewood. 

.7.95 

..7.95 

Tetris. 


14.95 

Trantor. 

.5.95 

15.95 

Test Drive. 

. 15.95 

..7.50 

Times of Lore. 

. 15.95 

..5.00 

Uninvited. 

.9.95 

..9.95 

U.M.S. 


..4.95 

Victory Road. 

.9.95 

..5.95 

Virus. 

. 13.95 

16.95 

Vigilante. 

.. 10.95 

18.95 

Vixen .... 


10.95 

War in Middle Earth. 

. 15.95 

14.95 

Whirligig. 

.7.95 

14.95 

Wanted. 

.7.95 

..5.95 

Witness.. 

.6.95 

..5.95 

War Zone. 


13.99 

..5.95 

..5.95 

Zynaps. 

.6.95 



MASSIVE SAVINGS! 
SALE TIME AT 




AMIGA MEGA PRICES 


Academy. 

Armageddon Man. 

Afterburner. 

Bards Tale. 

Bombuzal. 

Bureaucracy. 

Better Dead Than Alien . 

Bermuda Project. 

Balance of Power. 

Backlash. 

Blackjack Academy. 

Black Shadow. 

Ballistix. 

Blood Money .. 

Bio Challenge. 

Circus Games. 

City Defense. 

Cogan's Run. 

Carrier Command. 

Cybernoid 2. 

Custodian. 

Denaris. 

Dungeon Master 1 meg . 

DejaVu . 

Ebon Star. 

Eliminator. 

Eco. 

Elite. 

Fernandez Must Die. 

Faery Tale Adventure 


...9.95 
...6.95 
. 16.95 
...7.50 
...8.95 
...8.95 
...7.95 
...5.95 
. 11.99 
...6.95 
...5.95 
...2.99 
. 13.99 
. 13.99 
. 13.95 
...6.95 
...4.95 
...4.95 
. 15.95 
. 14.99 
. 14.50 
, 15.95 

15.99 

11.99 
..5.95 
..6.95 
..5.95 

15.99 
..6.95 
..8.95 


AMIGA SPECIAL OFFERS 


Firepower. 995 

Foundations Waste. 8.95 

Fortress Underground. 4.95 

Falcon. 17.95 

Gauntlet 2 . 16.95 

Goldrunner. 5.95 

Galdragons Domain. 13.95 

GFL Football. 5.95 

GFL Golf. 9.95 

GFL Baseball.6.95 

GFL Basketball.6.95 

Galactic Invasion. 5.95 

Hellfire Attack. 5.95 

Hybris. 19.95 

Hostages. 15.95 

Hawkeye. 15.95 

International Karate + . 15.95 

International Soccer. 9.95 

Indoor Sport.9.95 

King of Chicago.9.95 

The Krystal.«..;. 19.95 

Leather Goddesses Phoboes.6.99 

Lombard RAC Rally. 14.95 

Lords of the Rising Sun . 21.99 

Marble Madness.7.50 

Maria Whittaker's Xmas Box.7.95 

Maniax.6.95 

Music Studio..9.95. j 

Menace. 13.99 


AMIGA SPECIALS 


Nord & Bert.7.99 

Nigel Mansells Grand Prix.5.95 

Populous. 19.95 

Phallanx 2 . 6.95 

Pacmania.. 13.95 

Pacland. 13.95 

Precious Metal (inc Xenon, Crazy Cars, 

Captain Blood, Arkanoid 2). 17.95 

Prison. 12.95 

Police Quest 2 . 16.95 

Prisoner of War. 19.95 

Phantom Fighter. 15.99 

Quadralien. 6.95 

Rocket Ranger. 18.95 

Robbeary. 9.95 

Romantic Encounter. 6.95 

Reach for the Stars. 21.95 

R-Type. 16.95 

Running Man. 15.95 

Sky fox 2 .7.50 

Sherlock. 7.95 

Strip Poker 2+. 7.95 

Spitting Image. 6.95 

Superman. 8.95 

Shadowgate. 9.95 

Star Goose. 7.95 

Space Quest. 8.95 

Strike Force Harrier. 6.99 

Sport Port. 3.95 


AMIGA SPECIALS 


Shooting Star. 3.95 

SDI Cinema ware. 9.95 

Slaygon. 4.95 

Solitaire Royale. 6.95 

Summer Olympiad . 7.95 

Sword of Sodan .. 19.95 

Super Hang-On. 16.95 

Speedball. 15.95 

Stargliderll. 15.95 

Tracers. 5.95 

Three Stooges. 9.95 

Thexder. 5.95 

Tetris. 5.95 

Thunderboy. 5.95 

Terropods. 7.95 

Teenage Queen.. 14.95 

TV Sports Football. 19.95 

Test Drive. 17.95 

Titan. 15.99 

Ultima IV. 15.95 

Vigilante. 10.95 

Vixen .. 5.95 

War in Middle Earth .. 15.95 

Winter Olympiad 88 . 6.99 

World Tour Golf. 7.50 

Zany Golf. 17.95 

Zynaps. 7^95 

Please Note: The games listed are clearance 
games. We stock all the latest software so give 
us a ring now on 0782 575043. 


Any game not released will be sent on the day of release. 

These are mail order prices only. 

Castle Software 

THE COMPETENT MAIL ORDER COMPANY 















































































































































































































































































I t's not too clear what this creature 
is - perhaps a mummy. Anyway, it 
occasionally zaps you. Remember, the shrine 
which contains the curse mechanism is situated 
at the top of the pyramid. Always try to move 
upwards. Shooting various blocks will often 
reveal an invisible staircase to seemingly in¬ 
accessible doors. To get to ramps which also 
cross the rooms it is often necessary to move 
to another location and double back. Mapping 
is vital. It’s easy to become lost in the labyrithi- 
ne set of chambers. 





F reescape. Incentive’s three- 
dimensional gameplay sys¬ 
tem, is a great technical 
innovation which creates a 
truly believable environ¬ 
ment, realistic movement and pers- 
pecitve and a good, solid feel. Howev- 




er, the first two games to utilise the 
sytem: Driller — about outer space oil 
rigs — and Dark Side, a sort of sequel, 
were clever but lacked a sense of pace 
or excitement. 

But now we have game number 
three. Total Eclipse, which, from the 


Y ou may think this mission to lift the curse of destruction is all 
that’s important. Not at all, you’re also encouraged to indulge 
in a spot of tomb robbing. If you see something you fancy just walk straight 
into it. The ankas you see scattered on the walls and floors are the most 
obvious forms of treasure - yes, it’s really a case of ankas away. 


Boughton looks to the skies to see the sun 


and moon in alignment. 


D esert Song. The first step is to 
turn off the awful music - the 
sound effects add much more to the atmos¬ 
phere. Check out your equipment, it includes a 
Gun, Torch, Watch and Compass, with every¬ 
thing controlled easily by the mouse. Okay, get 
out of the sun and into the tomb. 


very start, is an attention grabber. It 
has atmosphere and a sense of the 
mysterious, instantly invoked by the 
game’s setting — an Egyptian pyramid 
in the 1920’s. 

The proceedings start with you 
standing by your bi-plane outside the 
pyramid’s entrance. A quick trip 
around the structure shows you that 
the sun is about to be eclipsed by the 
moon, which, as Egyptian legend has 
it, will bring about an ancient curse 
which spells doom and destruction for 
the entire world. The disaster spell will 
be enacted in about two hours unless 
you can lift the curse... and that means 
entering and exploring the pyramid. 


I f Driller and Dark Side were the warm-up 
acts. Incentive’s latest offering for Micro- 
Status could be the star turn. Paul 


































T ne eyes have it. But just what I’m 
not sure - yet. Firing at it causes 
it to blink. 


T™he pyramid’s rooms are similar to the landscapes presented in Dark Side and Driller, 
I squares, oblongs and blocks. Again you can blast away with your gun. Hit the right 
spot and some of these objects which will vanish and open doors giving access to new areas to 
explore. 







^on’t leave your torch on when you don’t need it. The batteries go flat and to be left 
L^blundering around in a darkened chamber hoping to find an exit by chance is a fate 
the same as death. 


F ail to find and deactivate the 
curse mechanism and the total 
eclipse takes place, the sun explodes and 
game over. 


► 





The two previous 
Freescape games. Dril¬ 
ler and Dark Side, were 
plagued by cumber- 

_ some controls — in 

many cases involving both mouse and 
joystick. Not so with Total Eclipse. 
Everything is operated by manipulat¬ 
ing on-screen icons, considerably im¬ 
proving the game’s speed. You can 
concentrate all your efforts on the 
screen rather than having to keep 
glancing down at your hands. The 
atmosphere is also a step up on pre¬ 
vious Freescape offerings — great — but 
if there’s one criticism, it would be this: 
It’s all very well moving about, explor¬ 
ing, investigating and mapping but 
what about suprises? Nothing lurked 
in the shadows, nothing appeared to 
lurk in the passages, nothing leapt out 
to test quick reactions. That aside. 
Total Eclipse is an impressive step in 
the right direction for Freescape. Move¬ 
ment, graphics and a sense of excite¬ 
ment have been successfully united to 
produce a neat package. I look forward 
to Incentive’s next offering. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.95 
Out Now 
88 % 
80% 
80% 
72% 


OVERALL 79% 


O This is not expected to 
differ in any way from 
the ST, apart from the 
possibility of ever-so- 
slightly faster graphics. 
It’s out soon at a price of £24.95. 


Both CGA and EGA 
modes are supported, 
so graphically it 
shouldn’t differ in any 
way from its ST and 
Amiga counterparts. It’s also due out 
any day now and will be priced at 
£24.95. 


AVfi 

AMI 
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fissions! 


n; 


I o pre-flight briefings here, as in 
Falcon, F-16 or F-19. All flight 
set-up is done via these drop down menus, 
which are accessed through the Esc key. There 
are also corresponding Alt commands, though 
why anyone should go to the bother to learn 
them I can't imagine. The locations menu sets 
you up on the runway, in the sky, coming in to 
land, on an obstacle course etc and not, as you 
might imagine, in different parts of the world. 
Where all this aerial action takes place is, in 
fact, unclear, but it looks like the Nevada 
desert with a lot of green paint spilled over it. 


Chuckle 


c 


T he American drawl is 
strong and southern: “I 
could never understand a 
pilot who could walk by an 
open cockpit and not want 
to crawl inside and go for a flight. For 
me, an open cockpit is an invitation to 
have fun. That's the feeling that Ned 
Lerner and I wanted to convey when 
we made Advanced Flight Trainer. We 
didn’t want to bog the user down with 
a lot of buttons and nonsense.” 

As you may have guessed, the voice 
belongs to Chuck Yeager, and the 
quote comes from the pre-recorded 
audio cassette supplied with Electro¬ 
nic Arts’ latest version of the erstwhile 
test pilot’s flight trainer program. 

This cassette forms the third part of 
the triumvirate that takes you through 


your training program — the other two 
being the manual and, of course, the 
software itself. Although the tape 
does contain a lot of useful tips, like so 
many Americans, it also has its fair 
share of bovine fertilizer. It’s all part of 
the fun. 










































































































































































































































































































































































































































T raining lasts for six ‘days* at the 
end of which you theoretically 
emerge as a fully-fledged test pilot, able to mix 
it with the boys in all the top formation flying 
teams. During the early part, training is always 
executed in a dual-control Cessna, with Yeager 
in control. He talks you through things on the 
cassette while you try to follow his man¬ 
oeuvres in the cockpit. 

T he X-29 is equipped with wings 
that seem to be facing the wrong 
way. Although it's daylight, the stars can be 
seen in the sky at this altitude. With the game 
configured for it, the constellations are also 
mapped out in the sky, although this can be a 
bit distracting when youVe trying to pull out of 
a wing-buckling spin at Mach 3. Zooming 
around the aeroplane while in flight provides 
endless fun, but the movement is less than 
smooth. Even on a fast 286 the effect is quite 
jumpy. 
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Jk demo flight gives Chuck a 
r\ chance to show off. Here he 
flies through a bridge at breakneck speed. Big 
deal. Makes me want to sneak up on him in my 
Stealth Fighter and give him a sidewinder in 
the afterburner. 




^^harles Yeager first flew in the 
.‘dHRk. W*early days of World War II, 
during which he was shot down and worked his 
way back to friendly forces. He later flew to 
score five kills in a single day. In 1947 he flew 
the first aircraft beyond the speed of sound. 
His long career included winning almost every 
major flying award while attaining the Rank of 
Brigadier General. His total flight time adds up 
to more than one year. Now retired, Chuck 
hunts and fishes extensively and has driven the 
pace car at two Indy 500s. 


y*he interior of the Sopwith Camel — and all the other biplanes! There are only four 
I cockpit layouts in all, the others being single-engine monoplanes, WWII fighters and 
modern jets. One point about accuracy and realism: when was the last time you saw a Sopwith 
Camel with a HUD (Head Up Display)? 



before stepping into your nev 
“craft, a full technical rundown i: 
displayed, including engine, horsepower, wing 
span, length, maximum weight, ceiling anc 
maximum flight and landing speeds. 





The major problem 
attached to CY’s very 
own simulator is that 
there’s very little to do 
with it except learn to 
fly. That may seem like stating the 
obvious, but what’s the point of mas¬ 
tering a Spitfire or Mustang if there’s 
nothing to go after and shoot at? True, 
there are races, slalom courses and 
formation flying sessions to add varie¬ 
ty, but these were more difficult than 
challenging or entertaining. On the plus 
side, there are 18 different aircraft to 
choose from, each with accurate 
aerodynamic charcteristics, multiple 
camera angles to view from and a 
whole host of other gameplay options. 
But even the extensive range of avail¬ 
able aircraft throws up a few problems 
of ^ts own — not least of which is that 
there are only four cockpits to choose 
from: it’s hard to believe that the F-18 
and the Space Shuttle have similar 
cockpits (and when was the last time 
that you saw the Shuttle take off from 
an airstrip?). Yet another problem is 
that turning on maximum visual detail 
results in a massive slowing down — 
especially if you’re not blessed with a 
386 machine with a 40Mb hard disk, 
32Kb cacheing and ^n NEC Multisync II 
screen. Playing Chuck Yeager’s Adv¬ 
anced Flight Trainer v2.0 is like having 
a Chinese take-away: it’s enjoyable at 
the time, but the after effects are a 
little disappointing. The program con¬ 
stantly lets itself down by getting the 
small details wrong — which is inexcus¬ 
able in a program which boasts heavily 
of its realism. 

PRICE £29.99 

RELEASE DATE Out Now 

GRAPHICS 87% 

SOUND 69% 

PLAYABILITY 62% 


VALUE 


69% 


OVERALL 72% 


O Commodore owners 

itching to get in the air 
with Chuck may have 
to wait for quite some 
time, as Electronic Arts 
is waiting to see how the PC version 
performs before committing itself — 
look to the skies. 


The same condition ap¬ 
plies here as to the Ami¬ 
ga — so if you’re an ST- 
owning Chuck fanatic, 
maybe it would be 
worth your while getting in touch with 
EA to lodge your protest. 

















































MAIL 

ORDER 



MAIL 

ORDER 


6 BOND STREET, IPSWICH, SUFFOLK IP4 1JB 


24hr MAIL ORDER PURCHASE LINE (0473) 257158 (0473) 210605 



Afterburner... 


Airborne Ranger... 


A Question of Sport. 

Amiga Gold Hits. 

Alien Syndrome. 

Arhcipelagos.. 

Armalyte. 

Astaroth. 

Baal. 

Balance of Power 1 990. 

Ballistix. 

Batman. 

Bards Tale I or II. 

B.A.T. 

Barbarian II. 

Battlechess. 

Better Dead Than Alian.... 

Bionic Commando. 

Bismark. 

Black Lamp. 

Blasteroids. 

Blood Money. 

Bloodwych. 

Bombuzal. 

Bomb Jack. 

Butcher Hill. 

Buggy Boy. 

Bubble Bobble. 

Carrier Command. 

Captain Blood. 

Chaos Strikes Back. 

Chrono Quest. 

Combat School. 

Corruption. 

Cosmic Pirate. 

Crazy Cars II. 

Custodian. 

Cybernoid II. 

Daley Thompson *s OC. 

Darkside... 

Deluxe Music. 

Deluxe Paint II. 

Deluxe Paint III. 

Deluxe Photolab.. 

Deluxe Video. 

Degas Elite.. 

Denaris. 

Dragon’s Lair. 

Dragon Ninja. 

Dragonscape. 

Double Dragon. 

Driller. 

Dungeon Master Editor.. 
Elite. 


ST AMIGA 

.13.99 16.99 

.15.99 15.99 

.12.99 15.99 

.. 16.99 

.12.99 15.99 

.15.99 15.99 

.12.99 12.99 

.15.99 15.99 

.12.99 12.99 

.15.99 15.99 

.12.99 12.99 

.12.99 15.99 

.16.99 16.99 

.16.99 16.99 

.12.99 12.99 

.16.99 16.99 

.12.99 12.99 

.13.99 16.99 

.15.99 15.99 

.12.99 12.99 

.12.99 12.99 

.12.99 12.99 

.15.99 15.99 

.15.99 15.99 

.12.99 

.16.99 16.99 

.12.99 15.99 

.12.99 12.99 

.15.99 15.99 

.15.99 15.99 

.13.99 13.99 

.19.99 19.99 

.12.99 15.99 

.15.99 15.99 

.12.99 12.99 

.15.99 15.99 

.12.99 12.99 

.12.99 12.99 

.12.99 15.99 

.15.99 15.99 

.49.99 

.49.99 

.59.99 

.49.99 

.49.99 

.16.99 ----- 

.13.99 

.34.99 

.12.99 15.99 

.12.99 12.99 

.12.99 12.99 

.15.99 15.99 

.7.99 7.99 

.15.99 15.99 

3.99 


Falcon Mission Discs. 

.12.99 

F16 Combat Pilot. 

Fernandez Must Die. 

Fed of Free Traders. 

Ferrari Formula One. 

Fish. 

Fire and Forget. 

Football Manager II. 

.15.99 

.15.99 

.19.99 

.16.99 

.15.99 

.15.99 

.12.99 

Football Director II. 

.12.99 

Forgotten Worlds. 

Fright Night. 

.13.99 

.12.99 

Gauntlet II. 

ZZZZZZZZTi3.99 

Garfield. 

.12.99 

Guerilla War. 

.12.99 

Gunship. 

.15.99 

Goldregons Domain. 

.13.99 

Goldrunner 1 or II... 

.12.99 


.12.99 

Ghosts & Goblins . 

.12.99 

Grand Monster Slam. 

Harp . 

.12.99 

.13.99 

Heroes of the Lance 

.16.99 

Hn«raop« . 

.15.99 

Infprrpnfor .— 

International Karate+. 

International Soccer. 

Incredible Shrinking Sphere. 

Iron 1 ord . 

.13.99 

.12.99 

.12.99 

.16.99 

jet . 

.29.99 

loan of Arr . 

.13.99 


.19.99 

KickOff. 

...12.99 

Leaderboard Birdie. 

.16.99 

Legend of the Sword. 

LE D Storm . 

.15.99 

.13.99 

Lombard R.A.C. Rally. 

Lords of the Rising Sun. 

.15.99 


5.99 

9.99 
12.99 12.99 


HARDWARE 

ALL OUR HARDWARE INCLUDES VAT AND FREE NEXT 
DAY DELIVERY ON EARLY ORDERS. UK MAINLAND ONLY. 


AMIGA 500 

Air miles pack with 500 free air miles, three games, disc 
wallet and spritz graphics package 

£449.95 


AMIGA 500 
£369.95 


AMIGA 500 + I084S 

Colour Monitor Pack £599.95 


Cl 900 

Monochrome Monitor 


£99.95 


A50I EXPANSION 

Standard £ 139.95 


I084S 

Colour Monitor £249.95 


EXTERNAL DRIVE 
Cumana I meg £99.95 


CITIZEN I20D PRINTER 
£149.95 


ATARI 520 STFM 

I meg Internal Drive £269.95 


ATARI 520STFM POWERPACK 

20 Games and Business Organiser, 1st Basic 
and Music Maker £349.95 


ATARI 1040 STFM 

With Modulator £399.95 


ATARI SMI24 

Monochrome Monitor £99.95 


CITIZEN I20D PRINTER 
£149.95 


ATARI 1040STFM SUPERPACK 

2 1 Games and Joystick £449.95 


ATARI SC 1224 

Colour Monitor £299.95 


EXTERNAL DRIVE 

Cumana I meg £109.95 


ATARI I040STFM 

Busin Business Pack with Database, Spreadsheet ssor 
and Word Processor £449.95 


10 3 '/i" Blank Discs 

£9.95 

Konix Navigator Joystick £ 11.95 

Joystick Extenders 

£4.95 

Pro 5000Joystick 

£11.95 

4 Player Adaptors 

£4.95 

Pro 5000 Clear 

£12.95 

Mouse Mat 

£4.95 

Pro 5000 Extra 

£12.95 

Cheetah 125 Joystick 

£6.95 

Disc Storage Box 40... 

.£7.95 

QS Turbo Joystick 

£11.95 

Disc Storage Box 80 

£9.95 


Lancelot . 

ST AMIGA 

.12.99 12.99 

Manhaffpn Dpalpr< . 

.12.99 

15.99 


.12.99 

12.99 


.15.99 

15.99 

16.99 

mcroprose ooccer. 

1943. 

ZZZI.13.99 

Millennium 2.2. 

.16.99 

16.99 

Night Raider. 

.13.99 

13.99 

Nebulus. 

.13.99 

13.99 

Netherworld. 

.;.13.99 

13.99 

Operation Neptune. 

.15.99 

15.99 

Operation Wolf.. 

.12.99 

15.99 

Out Run. 

.13.99 

13.99 

Outrun Europa. 

.10.99 

10.99 

Overlander... 

.12.99 

15.99 

Paperboy. 

.12.99 

15.99 

Padand. 

.12.99 

12.99 

Pacmania. 

.12.99 

12.99 

Peter Beardsley. 

.12.99 

12.99 

Phantom Fighter. 

.----- 

13.99 

Pioneer Plague. 

.— 

15.99 

Populous. 

.16.99 

16.99 

Power Play. 

.12.99 

12.99 

Platoon. 

.12.99 

15.99 

PowerDrome. 

.16.99 

16.99 

Pools of Radiance... 

.16.99 

16.99 

Premier Collection. 

.19.99 

19.99 

Precious Metal. 

.15.99 

15.99 

Prison... 

.12.99 

12.99 

Police Quest II. 

.15.99 

15.99 

Phobia. 

.15.99 

15.99 

Purple Saturn Day. 

.15.99 

15.99 

Puffy’s Saga... 

.16.95 

16.99 

Quadralien. 

.12.99 

12.99 

Ram bo III. 

.12.99 

15.99 

Real Ghostbusters. 

.13.99 

13.99 

Red Heat 

.12.99 

15.99 

Realms of the Trolls 

.13.99 

16.99 

Rpnpgade., 

.12.99 

15.99 

Return of thejedi 

13.99 

13.99 

RoadBlasters. 

.13.99 

16.99 

Robocop.. 

.12.99 

15.99 

R-Type. 

...13.99 

16.99 

Rocket Ranger. 

.15.99 

19.99 

Running Man. 

.15.99 

15.99 

Run the Gauntlet. 

.12.99 

15.99 

RVF. 

.15.99 

15.99 

Savage.. 

.15.99 

15.99 

Scrabble . 

. 12.99 

12.99 

Shadowgate . 

.15.99 

15.99 

Shoot Em Up Construction . 

.15.99 

15.99 

Space Harrier 1 or II . 

. 12.99 

15.99 

Starglider II . 

. 15.99 

15.99 

Skateball . 

. 16.99 

16.99 

Skychase. ... . 

.12.99 

12.99 

ST Five Star. 

.15.99 


Star Ray.. 

.12.99 

15.99 

Star Goose. 

.12.99 

12.99 

Steve Davis Snooker. 

.12.99 

12.99 

STOS.. .. 

. 19.99 


StreetFighter . 

. 13.99 

16.99 

Speed Ball . 

. .. 15.99 

15.99 

S.D.I ..... 

. 13.99 

----- 

Skate or Die . 

. 16.99 

16.99 

Super Hang-On . 

.13.99 

16.99 

Sword of Sod an.. 


19.99 

Techno Cop .-. 

ZZZZZZ”l6.99 

16.99 

Tiger Road ... 

. 13.99 

13.99 

Test Drive . 

. 16.99 

16.99 

Test Drive II . 

. 16.99 

16.99 

Thunderbirds . 

.15.99 

15.99 

T racksuit Manager ... 

.12.99 

12.99 

Trivial Pursuits . 

. 13.99 

13.99 

Triad... 

.19.99 

19.99 

ThunderBlade. 

.13.99 

16.99 

ThunderCats. 

.12.99 

15.99 

Time& Majik. 

.12.99 

12.99 

Times of Lore. 

.15.99 

15.99 

Turbo Cup.:. 

. 12.99 

12.99 

TV Sports Football . 

ZZZZZZ75.99 

19.99 

Ultima V. 

15.99 

U.M.S . 

. 15.99 

15.99 

Victory Road . 

. 12.99 

15.99 

Vigilante . 

. 10.99 

10.99 

Vindicators .... 

. 13.99 

13.99 

Virus..... . 

. 12.99 

12.99 

Voyager . 

. 12.99 

15.99 

War in Middle Earth . 

. 15.99 

15.99 

Waterloo . 

. 15.99 

15.99 

Where Time Stood Still . 

. 12.99 

15.99 

WEC Le Mans . 

.12.99 

15.99 

WizzBall. 

.12.99 

15.99 

Xenon. 

...12.99 

12.99 

Zany Golf. 

.16.99 

16.99 

Zak McKracken. 

.16.99 

16.99 


TITLE 

COMP 

PRICE 
















TOTAL COST C: 



Name: ... 
Address: 


Tel No:. 






















































































































































































THIS MONTH! 


BATMAN Part II! The Joker... 

DEAD HANDY Hips for UbiSoft’s ZOMBI! 
WHAT’S NECKS in NIGHT HUNTER! 

I KRISTAL KLEAR solution for Addictive’s extrava 
ganza! 


BATMAN 

Ocean 

As promised, the complete 


maps and solution to the 
Joker game ‘A Fete Worse 
Than Death’ courtesy of Keith 
Robinson and Paul Finnegan of 
Special FX. 

GOTO... AND... 

1 Collect BAT-O-RANG. 

2 Collect LIGHT BULB. 

3 Collect CROWBAR. 

4 Use LIGHT BULB. Go to far 
left. Use CROWBAR. Drop 
CROWBAR. 

5 Collect TORCH. 


6 

Use TORCH. Collect GAS 
MASK. 


7 

Use GAS MASK immediately. 


8 

Collect TEETH. Use TEETH. 

27 

9 

Collect FISH. 

28 

10 

Collect MONEY. 

29 

11 

Collect EARS. Use EARS. Drop 
EARS. 


12 

Collect WIRECUTTERS. 


13 

Defuse BOMB. 

30 

14 

Defuse BOMB. 

31 

15 

Defuse BOMB. 

32 

16 

Defuse BOMB. 

33 

17 

Collect HANDCUFFS. 

34 

18 

Defuse BOMB. 

,35 

19 

Defuse BOMB. 

36 

20 

Defuse BOMB. 


21 

Defuse BOMB. 


22 

Defuse BOMB. 

37 

23 

Defuse BOMB. Drop WIRE- 
CUTTERS. Collect CARROT. 

38 

24 

Drop GAS MASK. Drop 



TORCH. 

39 

25 

Collect CAMERA. Use 



CAMERA. Drop CAMERA. 

40 

26 

Use MONEY. Collect BUL- 

41 


THE SEWERS LEVEL A 


LETS. Drop MONEY. 


Collect GUN. 

Collect COCONUT. 

Stand over DUCKSHOOT. Use 
BULLETS. Use GUN. Shoot all 
DUCKS. Collect SUNGLASSES. 
Drop GUN. 

Collect CHICKEN. 

Fight FAKE JOKER. 

Fight FAKE JOKER. 

Fight FAKE JOKER. 

Fight FAKE JOKER. 

Collect MILK. 

Collect HARMONICA. Use 
HARMONICA. Drop HARMO¬ 
NICA. 

Collect KNIFE. 

Fight REAL JOKER. When he 
falls, use HANDCUFFS. Collect 
JOKER CARD. 

Stand over JOKER DOOR. Use 
JOKER CARD. 

Collect COKE CAN. 

Stand over ROBIN. Use KNI¬ 
FE. 


GHOST 

TRAIN 


THE SEWERS LEVEL B 


Batman Logo TM & (C) DC Comics 


v 


























































































FUNHOUSE 
LEVEL B 


HALL OF MIRRORS 

IN* GENERAL... 

# The ten bombs in the sew¬ 
ers are defused by standing 
over them and using the wire- 
cutters. 

# As in the Penguin game, 
beat up the Joker’s henchmen 
(Circus clowns) and they drop 
energy-restoring food, this 
time in the form of toffee ap¬ 
ples. 

# Eat the toffee apples as 
soon as you collect them. 
DON’T carry them through the 
sewers as they encourage the 
rats there to bite you. 

# You must use the teeth to 
be able to eat and drink. 

# The four Fake Jokers in the 
Hall Of Mirrors must be dis¬ 
posed of before the Real Joker 
appears in the Fun House. 
These Fake Jokers must be hit 
until they run off screen. You 
MUST wait until they leave 
the screen completely before 
progressing. If you don’t, the 
Fake Joker will come back 
once you leave the screen. 

# If you fail on the Duckshoot 
first time, play on the Fruit 
Machines and continue as be¬ 
fore. 


OST 

AIN 


FUNHOUSE 
LEVEL A 


1 ^ 










































Ocean 

Impact Software has come 
to the aid of all those strug¬ 
gling at the hands of Martin 
Shaw and chums. 

THE WATER RACES 

Remember that each craft differs 
not only in looks but also in levels 
of mass and inertia and so they all 
have their individual strengths and 
weaknesses. 



▲ JETSKIS are quite fast and the most man- 
eouvrable craft of the lot, so taking corners 
and avoiding obstacles is a piece of cake. 

The best place to overtake the 
computer pacers is on the bends. 
The drones have no artificial intelli¬ 
gence and tend to go wide when 
cornering, making it easy for you 
to cut inside them. 

The underwater explosions are 
semi-randomised. There are eight 
fixed explosion points dotted 
around the course but when they 




AHOVERCRAFTS are tricky to handle and 
have a high inertia level, so they’re slow on the 
turn. The most sluggish craft of the lot. 


▼ QUADS are moderately fast, but their main 
strength is their manoeuvrability. Due to their 
four-wheel drive system, they can take corners 
faster and more sharply than anything else. 



A SPEEDBOATS as the name suggests, are the 
fastest, and are quite maneouvrable to boot. 

explode is up to the computer. 
What happens is the computer 
picks an explosion point at ran¬ 
dom, and if that point is on screen 
at the time, it’s detonated. In this 
way it’s impossible to tell when an 
explosion will occur, but if you 
learn where they’re positioned you 
can go some way to avoiding 
them. 

OFFROAD RACING 


Once again, there are four vehicles, 



◄ SUPERCATS are 
slow but highly maneouvr¬ 
able, making it easier to 
steer around bends. 


each with its own strengths and 
weaknesses. 


► BUGGIES are 
a sort of scaled-down 
version of the Meteors. 
They’re slightly slower 
but handle a lot more 
efficiently on the bends. 



A INFLATABLES are also slow, but handle 
quite well and can take corners quite quickly. 



▼ METEORS are the fastest cars of the lot, but 
their inertia level is high, meaning they’re 
prone to skid when taking corners. 



Again there are eight explosion 
points on each course, and learning 
their positions is the key to suc¬ 
cess. The routine for detonating 
them is the same as in the water 
races. 

THE HILL 

The assault course is all about big 
biceps and sturdy joysticks, but to 
improve your time and make the 
going a little easier, there is one 
trick you can employ: When com¬ 
ing up to an expanse of water, 
with no alternative but to wade 
through it, don’t run straight in. 
Instead build up to high speed and 
jump just as you reach the bank. 
That should plunge you in about 
half-way across and you have 
much less distance to wade. 
































































































































































































































































m A JTwith the help of Arc Develop- 
wy merits, Gary Whitta boldly goes 
V W where no musclebound skinhead 
has gone before - through all the ins and 
outs of US Gold’s cracking coin-op conver¬ 
sion. 


ZENNIES 
MAKE THE 
WORLDS GO 
AROUND 

Not every alien releases a Zen¬ 
ny, but for the ones that do, 
the general rule is: the larger 
and nastier the alien, the larger 
the Zenny it leaves behind. 
Don’t risk life and limb to 
collect a Zenny as soon as it 
appears - concentrate on 
clearing the rest of the screen 
first. Zennies normally stay 
around for about five or six 
seconds so there's plenty of 
time to round them up. 


lot, Despite what you might 
think* you wont be accosted - 
by wave .alter wave of alien 
onslaught w in fact the attacks 
are few and far between ~ but : 
the ones that attack. Idee the 
monks and snakes are the bar* 
dest in the entire game. 


keep in tight formation, so if 
you line up with the one in the 
lead’ and open fire, you should 
be able to wipe out the entire 
wave without much trouble. 
The Running Lizards provide 
good target practice for this 
technique. 


As In level one, don't stray too 
far upwards, but this time keep 
in the centre of the screen as 
much as possible so as to he 
ready for the cver-increasing 
waves of alien , chat attack from 
1 : 


LEVEL ONE 


Keep to the bottom left part of 
the screen as much as possible, 
the reason being that the ma¬ 
jority of the aliens appear from 
the right. Most of the aliens 


LEVEL FOUR 

It’s hardly sir prising that the 
final level Is. the toughest of the 










































THE PARAMECIUM 

This heart»iike beast is protected by a spinning circle of 
junk. PONT try to get in the centre of the circle - it can’t 
be done without taking massive energy Joss* Instead take 
out the swirling junk from a distance then move in slightly 
(but stay on the left-hand side) and get just below the 
Paramecium’s mouth orifice. If you position yourself 
correctly, the Paramecium won’t be able to hit you, but 
you’ll be in perfect firing position. 


CAST OF CHARACTERS 

RUBBISH STACK 


10 for Arfon, ! 

1,000 for Brain. 

■iek up on top of is. When the 

* 




ARMOURED LIZARDS 

FOUND ON LEVELS: 

SHOTS NEEDED TO KILL: 

ZENNY: 

POINTS: 

ATTACK PATTERN: 


1.2, 3 

3 for Lizard, I for Rocket 
100 for Lizard 
100 for Lizard 

Three Lizards fly in a points 1,2 
and 3, facing left. At points 4, 5 
and 6, they stop, pause and fire 
their rockets. They then flip 
back to land at 7, 8 and 9 and 
follow the paths of the Green 
Lizards at points 10, 11 and 12. 


THE DUST DRAGON 

The tetri Isltt weak|dMht» 

protected by waves of flying spears. It’s almost Impossible 
to get to th# h#arrv^th a laser, tliel 

valley In# to.chlitc^ty 

IJ11 I MBW I : 


. - ; 

OlNTS: 

..... : F 


Random values 

Attack in trios, each one post- 
ront. 


WATER LIZARD 

FOUND ON LEVELS: 2 

SHOTS NEEDED TO KILL: I 

ZENNY. Random values 

POINTS: 100 

ATTACK PATTERN: Appear from the bottom of the 

screen, hover above the water 
and fire before flipping back 
into the water. 


SHOTS NEEDED TO KILL I 

ZENNY: None 

POINTS:, / A . 100 . 

ATTACK PATTERN: Appear from the Dust Dragon’s 

mouth and fly straight off the 
' : 


PRAYING LIZARD 


FOUND ON LEVELS: 
SHOTS NEEDED TO KILL: 
ZENNY: 

POINTS: 

ATTACK PATTERN: 


N/A 

None 

None 

Pray to the God Of War and 
take no part in the action. 
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SHOTS NEEDED TO KIIU 
ZENW: 

POINTS; ... 

ATTACH PATTERN; ■ ■ 


. 2, 3 ' 


(vKT) 
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Tracks and fires l; /ou 


LAZER GUN 

FOUND ON LEVELS: 
SHOTS NEEDED TO KILL: 
ZENNY: 

POINTS: 

ATTACK PATTERN: 



3 

I 

None 

10° ^ 
Behave like the gun turrets, but 
only face left and have to 
recharge between shots. 
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THE GOD OF WAR 

The God protects itself with its huge muscular arms, 
threatening to bash you if you get too near. The arms 
move in a set pattern and avoiding them is simple - when 
they appear, just move away to the other side, but don’t 
open fire until his shoulders come into view. Keep hitting 
his shoulders to kill him, alternating between them to 
aovid his swinging arms. 

BIOS 

Bios is the most powerful of all the guardians and thus 
takes the most hits to destroy. His chest is his weak point, 
and although it’s tempting to have a pop at his wings, 
shooting these will have no effect. 





MONKS 

FOUND ON LEVELS: 
SHOTS NEEDED TO KILL: 
ZENNY: 

POINTS: 

ATTACK PATTERN: 



4 

10 

100 

N/A 

Appear in groups of three, the 
monks attack in horizontal for¬ 
mation and home in on your 
position. 
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FOUND ON LEVELS: 
SHOTS NEEDED TO KILL: 
ZENNY: 

POINTS' 

ATTACK PATTERN; 


Lots (amount varies) 

Random value 
Random value 

Appears from the bottom of 
the screen, fires a volley of 
bullets and leaves the same way 
it came. 




POINTS; 

ATTACK PATTERN: 


Random 
Random value 
Circ es thr. screen putte ricrm- 
iSSggS fill ... ..■R;;,:nn:;. a .: 

head is the only weak spot (its 
body sections are invulnerable). 

















SPIDER 


FOUND ON LEVELS: 
SHOTS NEEDED TO KILL: 
ZENNY: 

POINTS: 

ATTACK PATTERN: 


1.3 

10 for head, 10 for legs 
500 for legs 
1,000 for legs 

Jumps Into screen at point I and 
walks to the left. If just the head 
is shot, the legs keep on walk¬ 
ing, shooting fireballs from the 
‘neck* section. Destroy the legs 
first to kill it more quickly. 


POD LIZARD 


FOUND ON LEVELS: 
SHOTS NEEDED TO KILL 
ZENNY: 

POINTS: 

ATTACK PATTERN: 


1.2 

10 for Launcher, I for Lizard 
500 
100 

Lizard pulls open the launcher 
to release a wave of small 
spinning spaceships. He then 
closes it and starts again. 


LASER 

The most expensive weap<pn of 
the lot, and quite rightly So. It 
sears through anything on the 
screen in one go and isn’t 
limited by range like the Bur¬ 
ner. Worth saving up for. 




HOMING 

MISSILES 

Go for these straight away. 
They increase your rate of fire, 
and since they lock on to their 
targets, there’s less need to 
rotate your gun. 


ARMOUR 


A must for short-term survival. 
With this equipped, damage 
caused by impact with aliens 
and their bullets isn’t so severe 
so your vitality lasts much lon¬ 
ger. 


PLAYERS GUIDE 
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BURNER 

Not the fearsome jet of fire the 
description ‘flame-thrower’ 
suggests, but instead a few 
unimpressive balls of flame. 
Powerful, but its range of des¬ 
truction is very short. Save up 
for the laser instead. 






















































ARCHIPELAGOS 

Logotron 

> Stop the spread of red with 
the second half of our begin¬ 
ner’s guide to Logotron’s 3D 
strategy extravaganza — once 
again courtesy of Astral’s Ian 
Downend. 


BLASTEROIDS 

Image Works 

> Wot, no cheat mode? Prog¬ 
rammer Jim Tripp forgot to 
include one, so to make up 
he’s provided these handy hints... 

► THE cloak is the most valuable power-up but 
it’s hard to come by. It only appears on the 
medium and hard warps and then only at a late 
stage. So if you finish levels quickly, no cloaks 
turn up. Slow down, wait a while and eventual¬ 
ly a cloak will appear. 


ZOMBI 


PAC-MANIA 


Grandslam 


> Teque’s Shaun Hollingworth 
provided this snippet which 
should make it a bit easier to 
et that elusive extra life: 
lever start play on the first level, 
ihoose instead Level Two or 
‘hree. Doing so produces a sub- 
tantial ‘courage bonus’ when the 
svel is completed, which helps to 
iward an extra life earlier on. 


UbiSoft 

> Anyone who’s seen George 
Romero’s Dawn Of The Dead 
will already have a good idea 
as to how to solve many of the 
puzzles as the game emulates the 
film so closely. But for the unlucky 
many who’ve never had a chance 
to see it (the video version was 
banned several years back), here 
are some tips to get you started. 


► TO lock up the shopping mall and thus stop 
any more zombies getting inside, you need to 
park the trucks found outside over the entr¬ 
ances. Get the key from the office on the 
second floor and take the lift to level four, 
where the keys to the trucks are located. 


A void connections to islands with 
Blood Eggs on them (this isn’t 
always possible). After a flash of lightning the 
nearest Blood Egg bursts, spreading its poison 
to the whole network of connected islands. 
Remember, Blood Eggs spread poison through 
sand connections as well as land connections. 


K eep an eye on 
the Necromancer 
at all times - he 
ruins your hard 
work by 
undoing your 
land bridges. 

If a 

Necromancer is threatening one of your 
bridges, quickly build a ’dummy’ bar of land 
and lead him away into the sea - this relieves 
the pressure temporarily (but eventually a 
stranded Necromancer will teleport to 
another island to continue his dirty work). 


A IF the warp gate to the next level appears 
and there are still crystals and power-ups 
floating about, transform to the speeder craft, 
which offers the best resistance to the gate’s 
magnetic pull, to pick them up. 

▼ WHEN tackling Mukor, stay in the corners of 
the screen as often as possible (he rarely strays 
out there) and take out the bottom tentacles 
first. 


► SHOOTING the zombies is one thing - 
stopping them from decomposing is another 
matter entirely. To dispose of the lifeless 
corpses, lock them out of harm’s way in the 
cold storage room found on the underground 
level. 


► BEFORE you can explore the underground 
you need a source of light. To provide it, get 
the fuses and the gloves from level three and 
take them down to the underground. 
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16 BIT CENTRE 


(ALL PRICES INCLUDE VAT AND DELIVERY) 


PHILIPS 8833 STEREO COLOUR MONITOR inc Lead (ST/Amiga) 

ONLY £219.00 


A M!GA A500 TEN STAR PACK including 12 commercial games and Spritz Paint, Amigas, Insanity Flight, Art of Chess, 

Mercenery, Barbarian, Terropods, Buggy Boy, Thundercats, Ikari Warriors, Wizzball, Carrier Command, Goldrunner 

ONLY £399.00 



^ATARI 520 STFM POWER PACK inc Double Dragon, R Type, Afterburner, Space Harrier, plus 16 other 

games, ST Organiser, 1st Music, ST Basic and Joystick 

ONLY £339.00 


OTHER COMPUTER PACKS 


ATARI 1040 inc mouse + basic 


£419.00 


ATARI 1040 Business pack inc VIP Pro, M/soft, Write, Superbase Pro . 

ATARI 520STEM Explorer pack inc Basic. . 7777 . 7777.77777777777 .£295 00 

^^^^^^2|^£^^siness^ackJn£A500^883^col^Monitor, Star colour printer, The Works and PC Transformer..£899.00 


PRINTERS (ALL INC LEADS AND RIBBONS) 


MONITORS (INC LEADS) AND OTHER HARDWARE 


COMMODORE 10845 Monitor. , 

PHILIPS TV Tuner (12 channels) for Philips 8833 or Commodor 1084S. lkq nn 

MULTIFACE ST 1.3 Version (Back-up device). . r/)7 ’ nn 

FUTURESOUND 500.. ' 

NEC Multi Sync 2 Monitor. .roon’nn 

diqi view gold ..m5 oo 



A501 RAM Expansion for Amiga .£115.00 


LIPS 8852 Hi-res Colour Monitor . 


£289.00 


SOFTWARE 


AMIGA 

The Works.£69.00 

Kind Words V2.£39.00 

Write and File. £49.95 

Lattice CV5.£185.00 

Small Business Accounts.£59.00 

Photon Paint.£35.00 

Dragon’s Lair.£25.00 

Workbench 1.3. £14.95 

Acquisition 1.3.£150.00 

Publisher’s Choice inc: Kind Words Version 2, Page Setter 1.2, 

Artist’s Choice, Headline.£79.00 

GFA Basic.£49.00 

Superbase Professional.£179.00 

X C.A.D.£250.00 


ATARI ST 

Timeworks DTP.£99 qq 

First Word Plus.£69.00 

Data Manager Professional.£59.00 

Microsoft Write.£99.00 

VIP Professional. f 13 Q on 

(.FA Basic V3. 77777777 . £59i)0 

E2 Track Plus.£49.00 

ST Replay 4.777 £69’oO 

Devpac STV2.£48.00 

K Minstral 2. £22 50 

Super Conductor.£39.00 

STOS ..£22.50 


Repair Service, Amiga and Atari ST now available 

RAM upgrades fdor Atari ST...£129 inc fitting and delivery 

D-RAM chips now available 



16 BIT CENTRE 

Unit 17, Lancashire Fittings Science Village 
Clare Road, Harrogate, HG1 4AF 

Tel (0423) 531822/526322 
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KICK OFF 

Anco 

> Kick Off’s designer Dino Dini 
has provided some helpful 
hints to get you started. 
Make use of the two practice 
options before attempting to tack¬ 
le any of the big league boys. 
‘Practice Skills’ should be used to 
master passing, general ball con¬ 
trol and (most important of all) 
trapping the ball. Until you learn to 
trap it’s impossible to make much 
progress. 

Each player is equipped with his 
own unique level of artificial intelli¬ 
gence (which fluctuates slightly 
between games to simulate the 
players being on and off form), and 
tnese combined individual skills 
and weaknesses decide the 
strength of the team as a whole. 
For example, due to a low skill 
factor among several of Italy’s 
players, its offensive game is a bit 
on the erratic side. 

Remember that when you’re on 
the ball, the computer takes con¬ 
trol of your team-mates and, as 
with all your opponents, how well 
they perform is dependent on their 
individual strengths and weaknes¬ 
ses. A player with low skill is 
unlikely to have the sense to get 
into a good position to intercept a 



pass, while one with a high aggres¬ 
sion factor will probably execute a 
lot of fouls. Study the actions of 
your team-mates and decide which 
ones are equipped with the charac¬ 
teristics most suitable for your 
style of play. 

Some teams are equipped with a 
super-player with high levels of 
aggression, accuracy, pace and 
stamina. The Brazilian Number 
Eight is a good example. 

Get him on the ball 
and watch 














only apply to the 
teams in the league competition. In 
a single game the players’ stats 
are computed at random so it’s 
impossible to know who the bobby 
dazzlers on your side are before¬ 
hand. 

WHO'S THE *!@#ER IN THE 
BLACK? 

There are 16 referees in total, and 
like the players, each has his own 
personality built around variables. 
Most of the ref’s duties, like decid¬ 
ing which team is awarded a cor¬ 
ner, throw-in or goal kick when the 
ball goes out of play are decided by 
the computer, who never makes 
mistakes. But when it comes to 
calling and penalising players for 
fouls, it’s another matter entirely. 

Firstly the referee must see the 
foul, and depending on his sight 
factor, he may be looking the other 
way at the tim^ so a foul can be 
committed without it being noti¬ 
ced. If it is noticed, there’s still a 




chance that 
play won’t be stopped 
— depending on the ref’s leniency. 

If a foul is called, a free kick or 
penalty will definitely be awarded 
— this is something that’s constant 
throughout all the refs. But pena¬ 
lising the player responsible again 
depends on a variable. If it’s the 
player’s first offence, whether or 
not he gets a yellow card depends 
on how strict the ref is. 

When a red card is issued is all 
down to how the referee weighs 
up the player’s performance. If he’s 
already been given a card, he’ll 
almost certainly be sent off on his 
next foul. Despite that, it’s quite 
possible to be sent off for a first 
offence. Only a few of the nastier 
refs will do this though. 


PASSING 


GOALIES 


A SELECT bottom corner icon when taking a 
corner — more often than not the ball will drift 
over the goalie’s head and roll across the goal¬ 
line. then all you need to do is tap it in as it 
passes. If you’re really lucky the wind may 
blow it straight in! 


i 

w , 4 ; a > 
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Once the ball is trapped, the computer does 
most of the hard work for you. When a 
direction is selected, it finds the player closest 
to you in that direction and calculates the kick 
power necessary for the ball to reach him. 
That said, before passing the ball you must 
take a look at the scanner to find out where 
your team-mates are. The computer may be 
clever, but there’s not much it can do to help if 
you boot it into a deserted area! 


All goalies are essentially the same and differ 
in only one aspect. They save the same number 
of shots but their catch/deflect ratios differ. 
The more skillful the goalie, the more likely he 
is to catch the ball than deflect it. 
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NIGHT HUNTER 

UbiSoft 

► THE best way to avoid the stake-wielding 
exorcists, policemen and the archers by trans¬ 
forming into a bat and flying over them. 

► IF you enter a room that’s swarming with 
enemies, leave and re-enter and you should 
find it a bit quieter. The number and type of 
enemies for each room is calculated at random 
each time you enter. 

► TO protect yourself from the cross-bearing 
women, turn your back on them, wait for 
them to get close enough, then spin round and 
kill them. 

THE KRISTAL 

Addictive 

> Addictive’s epic space 
adventure with a comic 
twist gets the full treatment 
over the next two months. This 
issue we take you halfway 
through the quest... 

► FIND the Beggar and donate some skringles 
TWICE. Accept the POMMEL when he offers it 
as thanks. 

► FIND Gloop. Ask “What do you do” and he 
explains everything to you. Then accept the 
INVITATION when he offers it. 

► GO to the Palace and say to the guards “I 
have an invitation”. Now enter the Palace. 

► WALK past Nedrod and meet with the Kring. 
Listen to him and accept the Skringles he 
offers. Then meet with Nedrod. When he has 
finished talking and says “No more questions” 
keep interrogating him. He refuses to answer 
for a while but the fourth time you ask he gives 
valuable information. 



► GO to Sereena’s stall in the market square 
and buy FROODLE and FRANDANAS. Eat 
them to boost your strength. 

► FIND Boris the Butler and give to charity. 

► GO through the green door, through the 
centre arch in the spaceport and board your 
ship. 

► CHOOSE the top icon for Zapminola and 
take off... 


IN GENERAL 

• When travelling through space, keep the 
enemy as far away (and therefore as small) as 
possible while engaging in combat. As soon as 
you have disposed of a wave, accelerate to¬ 
wards the planet but slow down as soon as a 
fresh wave appears. Continue this process and 
you should reach your destination planet with 
the minimum of trouble. 

• Don’t go with the Flow, ‘Flow’ being a 
highly-illegal narcotic that many Zapminolans 
spend much of their time under the influence 
of. You will get a chance to buy some from a 
hippy pusher/junkie but JUST SAY NO! It’s 
very expensive, lowers you psychic energy and 
slows your progress. 




FUSION 

Electronic Arts 

hv. The ST version’s official 
cheat mode, as provided by 
Mr Fusion himself, Bullfrog’s 
Glenn Corpes. 

Get onto the high-score table 
(easy to do as all the high scores 
are set to zero at the outset) and 
enter SWAMP THING (including 
the space) to activate the cheat 
mode. The next time you play, the 
following keys do the following 
things: 

B Upgrades your present weapon 
to the next. 

Installs shields. 

Cycles through the further 
weapons available. 

E This takes you into the cheat¬ 
mode cum level editor which 
allows you to flick back and forth 
through the levels with + and —. 
When changing a level, stay in the 
centre of the map, or else you could 
find yourself trapped outside the 
boundaries of the new level. 


S 
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► MEET with the Princess in the Palace Garden 
and when she asks about your mission, reply 
“It’s a secret”. Then type in “TAH” for a 
message from the programmers. Accept the 
RING OF BELZ. 

► GO to the arch to the right of the green door 
in the town and take the SCROLL. 


TfS 



-A 



NEXT MONTH! 


> JAP-TASTIC! LORDS OF THE RISING SUN tips' 
1 NIGHT NURSE! WEIRD DREAMS analysed! 
EVEN WHITER TIPS with BIO CHALLENGE! 
THE KRISTAL solution part II! 
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Available on 

Atari ST £24.99, Amiga £24.99, MS DOS £24.99 


SC SB Mail Order: Postromx Ltd, Nene 
Enterprise Centre, Freehold Street, Northampton, 
NN2 6EW. Tel: 0604 791771 

Consumer Enquiries/Technical Support: 0734 310003 
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vil guardians come in various 


I 


s the battle hots up, the screen is divided into growth-producing Good (yellow) and 
kEvil (blue) portals. Cover the blue portals by shooting a path through the blue spores 
(turning them blood-red) and encourage the yellow growth to spread and stifle them. Some spores 
are smarter than others; round ones grow pretty haphazardly while cross-shaped, diamond and 
octagonal ones spread far more intelligently. 


u: 


nder the all-seeing eye’s auspi¬ 
cious glance, you pick the con¬ 
stellation in which the battle is to take place. 
Only the first three are available at the start of 
the game: complete one and you can play up to 
three levels higher. But don't get too eager - 
the later levels are pretty tough. 


■shapes, sizes and strengths It's 


their job to drain your energy by shooting and 
touching you. You reply by blasting pellets and 
sending him back to Pandaemonium for a 
short while * but your bullets only do damage 
during the day. 


I t doesn't take a tarot reading to 
tell you that Evil's always trying 
to gain universal domination 
over Good. It'll come as even less 
of a surprise to find that the 
forces of Evil are seeping on to distant 
stars through hellish portals - straight 
from Pandaemonium, no less. 

Only one mortal is capable of pre¬ 
venting this crisis; having survived the 
terrifying ordeal of being ritually 
chained to a ring of fire, you have 
become a warrior star. 

Unusually, you have been granted 
the privilege of choosing the bias of the 
battles: Tactical, Arcade or a mixture 
of the two. One thing is certain: we're 
in for a hell of a fight! 
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| playing time (represented by the 
red marker on the snake/bird 
dial to the left of the screen) is divided into 
cycles of day and night, favourable to Good and 
Evil respectively. Good spores (white) appear 
during the day: pick them up and drop them 
strategically on areas of existing yellow growth 
to create more yellow portals. Evil spores are 
red - fail to destroy them in time and they fly 
off to create fresh enemy portals. 


◄ ^^nce each day and night, the Sun 
V^or Moon shows a Tarot card. 
You play it by picking up the crystal it leaves 
behind before a roving maggot pushes it off the 
screen. It's important to select them carefully: 
Good ones hold extra firepower, a shield or 
extra lives, but evil ones can cause chaos. 


^^apturing a constellation involves 
V*winning three battles - one on 


V* winning three battles - one on 
each of the crucial flashing stars. 


Gameplay and graphics 
are almost exactly the 
same as the ST version 
but the atmosphere is 
greatly enhanced by 
Gothic music and more 
varied sound effects: dramatic drum¬ 
beats to signal that time is running out 
and different tunes which herald the 
creation and destruction of enemy 
spores, or a direct hit against a guar¬ 
dian, actually improve the gameplay by 
making it easier to tell what’s going on. 
that’s not really a significant enough 
improvement to justify the higher 
price-tag though. 


, 

“i-Av, 

IPS: ■ 


V /%, 


Activision hasn’t 

reached a decision on 
whether a PC version is 
to be developed yet. If it 
is, EGA will be sup- 


OVERALL 


79% 


the price will presumably be 
the £25 mark. 


There’s no denying that 
this is an original varia¬ 
tion on the basic shoot 
’em up theme, with 
planting spores and 
creating portals bringing in a tactical 
element. The Sun and Moon cycles and 
the different types of growth cell cre¬ 
ate plenty of opportunity for using 
quite complex strategies, the most in¬ 
novative of which is the inclusion of the 
more mystical aspects of the tarot: 
instead of operating like standard 
bonus icons, a couple of cards, the 
Wheel of Fortune in particular, have a 
less predictable effect. Playing them 
when the balance of power is even is a 
bit like playing a wild card. Each battle 
is pretty much the same in essence, so 
once you’ve hit on a successful tactic 
you can keep on using it over and over 
again. Some kind of variation on the 
basic structure or a bonus level might 
have generated more long-term in¬ 
terest; having said that. Wicked is 
initially very addictive and makes the 
most of its occult connections. Com¬ 
bined with the suitably spooky music, 
the bold and colourful graphics, 
straight from a tarot deck create an 
eerily supernatural atmosphere. The 
only real failing is that it’s just a little 
bit repetitive — but not excessively so — 
and therefore may appeal more to the 
arcade enthusiast rather than the stra¬ 
tegist. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£19.99 
Out Now 
77% 
84% 
79% 
78% 































I" ounded four years ago by Paul Norris and 
Rupert Rowater, Binary Vision has, up until 
I now, primarily been an 8-bit development 
house. Its first projects were the computer 
game interpretations of Frederick Forsyth’s 
The Fourth Protocol and Zoids produced in 
collaboration with the Electronic Pencil Com¬ 
pany (which just so happens to be situated in the 
same London office). After that came Stifflip & 
Co for Palace Software, which brought the 
Binary boys into contact with two of the 
company’s greatest talents, Richard Joseph (who 
provided the sounds for both Barbarian 
games) and Richard Leinfellner, programmer of 
the 16-bit versions of Barbarian and the 
Shoot 'Em Up Construction Kit. Both 
Richards went on to help out with Wicked - 
Joseph provided the Amiga soundtrack and 
Leinfellner play-tested and came up with gene¬ 
ral ideas for improvement. Since Joseph is 


primarily an Amiga man, an ST music specialist, 
Wally Beben (the man behind the soundtracks 
for R-Type and Tetris) was brought in. 
Despite the fact that the two musicians were 
given identical briefs, they produced completely 
different scores. Paul Norris was responsible for 
Wicked’s concept and design. “The idea came 
from a pendant I was given as a present. The 
Pendant had the face of the sun in the centre 
and this sparked off the idea of doing something 
in a mythological vein.” Wicked took 18 
months to produce, and Paul describes the 
finished result as a ’tactical arcade game’. When 
it comes to playing games rather than creating 
them, Nebulus and Populous top Binary’s hit 
parade. So What’s next? “We’re working on a 
project called Insectivore, another mix of 
tactical arcade and adventure, but this time the 
gameplay will be a little more action orienta- 


SPENDING 
SPREE 

Thanks to Activision 


E ver fancied a day’s all expenses paid 
shopping frenzy in the heart of the 
capital? Well, your fantasy is now only 
a few questions away, because Activision is 
celebrating the release of Wicked, by 
bringing one lucky sod down to the Virgin 
Games Centre in Oxford Street for a 
whole day’s spending frenzy! 

The lucky winner will have £250 stuffed 
in his or her pocket to spend on whatever 
computer games take their fancy through¬ 
out the course of the day - and if that 
wasn’t enough, there’s a free nosh-up into 
the bargain. 

Of course all your travelling expenses 
will be paid too. The 25 not-so-lucky 
runners-up will each receive an exclusive 
limited edition Wicked T-Shirt. 

To win this cash-tastic day out, all you 
have to do is to identify the following 
stellar constellations and send your 
answers to Well Wicked!, The One, 
Priority Court, 30-32 Farringdon 
Lane, London ECIR 3AU to arrive no 
later than Monday July 31st. Don’t forget 
to include your age, daytime telephone 
number and T-Shirt size. 

THE SMALL PRINT 

T he Editor's decision is final and no correspondence will be entered 
into. Employees of EMAP, Activision and Virgin may not enter. 
Quite right too - and, by the way, star-gazers will already know if 
they’ve won or not so they needn't bother to enter (unless, they’ve 
won of course). 


MYSTIC TIE-BREAKER 

C ome up with an original (and funny) 
astrological joke, and in the event of a tie, 
the one that makes us hoot the loudest will 
walk away with the first prize. 
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Computachoice - Mail Order 

Computachoice Top Twenty 

The following offer represents what we think will be this month's top 20 titles. 

Orders are despatched promptly by First Class Post. All prices include VAT, Postage and Packing. 
Faulty software will be replaced without question. Please make cheques payable te "Computachoice 11 . 



This month's Top 20 

Amiga Atari ST Spectrum Commodore Amstrad 

j Unlike some } 

1 Mail-Order 
{ operators. 

1 we are a 

J bona-fide 

1 established l 
j Computer j 

1 Dealer with a i 
[ large retail 

1 store based i 
} in Portsmouth j 

1 City Centre. 

All of pur 
j products are j 
fully 

guaranteed 1 

1 and if you | 

1 experience 
j anv problems J 

1 with your 
j order we will J 

1 be happy to 1 
send a 

1 replacement l 
to you with 

1 no questions I 
asked. 

1 

Microprose Soccer (Microprose) 

17.47 17.47 10.47 10.47 10.47 

2 

Operation Wolf (Ocean) 

17.47 13.97 6.27 6.97 6.97 

3 

Robocop (Ocean) 

17.47 13.97 6.97 6.97 6.97 

4 

Afterburner (Activision) 

17.47 17.47 6.97 6.97 6.97 

5 

Populous (Electronic Arts) 

17.47 17.47 N.A N.A N.A 

6 

Real Ghostbusters (Activision) 

17.47 13.97 6.97 6.97 6.97 

7 

War in Middle Earth (Tolkien) 

13.97 13.97 6.97 6.97 6.97 

8 

Double Dragon (Melbourne House) 

13.97 13.97 6.97 6.97 6.97 

9 

Dragon Ninja (Ocean) 

17.47 17.47 6.97 6.97 6.97 

IO 

Running Man (Grandslam) 

17.47 17.47 6.27 6.97 6.97 

II 

WEC Le Mans (Imagine) 

17.47 13.97 6.97 6.97 6.97 

12 

Falcon (Mirrorsoft) 

19.97 17.47 N.A N.A N.A 

13 

Barbarian 2 (Palace) 

N.A 13.97 6.97 6.97 N.A 

14 

R-Type (Electric Dreams) 

17.47 13.99 6.97 6.97 6.97 

15 

Renegade 3 (Ocean) 

17.47 13.99 6.21 6.97 6.97 

16 

Pacmania (Grand Slam) 

13.97 13.97 6.21 6.21 6.21 

17 

Lombard RAC Rally (Mandarin) 

17.47 17.47 N.A N.A N.A 

18 

Strip Poker 2 (Anco) 

10.47 10.47 5.57 5.57 5.57 

19 

Vindicators (Tengen) 

17.47 13.97 5.57 6.27 6.27 

20 

Crazy Cars 2 (Titus) 

17.47 17.47 6.97 6.97 6.97 

Konix Navigator Joystick (Autofire) £ 9.27 

10 Blank Disks (Amiga/ST) £ 9.87 

Home Accounts (Atari ST) £ 19.97 

Music Studio (Atari ST) £ 19.97 

Dust Cover (Please state ST/Amiga) £ 4.96 


Publishers Choice D.T.P. (Amiga) £ 7936 

Kind Words 2 (Amiga) £ 39.47 

Photon Paint 2.0 (Amiga) £ 71.84 

Home Accounts (Amiga) £ 27.48 

Instant Music (Amiga) £ 19.97 


BY-POST 

Please send your order and remittance to 

Computachoice (MailOrder Division) 

Exchange House 
122-124 London Road 
North End 

Portsmouth P02 9DE 


BY-PHONE 

0705-661332 

If you wish to order by Access or Visa please use 
the above telephone number 


Access 


Visa 


All orders are sent by FIRST CLASS post. New titles sent day of release. 


THE ONE /. JULY 1989 























































































































hunderbin 


...4...3...2...1! Gerry Ander¬ 
son’s classic 60’s TV series 
has been given a new lease of 
life with Grandslam’s 16-bit adaptation. Gary 
Whitta wonders if there are any strings 
attached. 


r he first mission, Mine Menace 
asks you to save two stranded 
miners before they asphyxiate. The two team 
members on the case are Alan Tracy, who 
s ^ a, *ts at the top of the mine, and the stuttering 
Brains who starts at the bottom after tunnell¬ 
ing in on Thunderbird 3 (the mole). To rescue 
the minders, both Alan and Brains must reach 
them and find a way to get them to safety. 


I nternational Rescue boss Jeff Tracy 
keeps an eye on things from the 
Thunderbirds' Pacific Island HQ. Four indepen¬ 
dent missions await the team, and two team 
members are assigned to each. Initially only 
the first mission can be attempted, complete 
that and a password is given to allow access to 
the next, and so on. 


T eque’s interpretation of 
Gerry Anderson’s cult pup¬ 
pet show is a multi-level 
arcade adventure in the 
same style as the com¬ 
pany’s last effort. Prison. International 
Rescue’s four missions range from a 
standard rescue operation to a daring 
bank robbery and finally a quest to 
save the world from nuclear domina¬ 
tion. 

’ The flick-screen action is mostly 
puzzle-orientated, and with numerous 
tricks and traps scattered about each 
of the scenarios, it’s all too easy for 
Scott, Virgil, Brains and the gang to 
come a cropper. But under the advice 
of Gerry Anderson (who collaborated 
w fth Teque to ensure the game re¬ 
tained the spirit of the series), none of 
the team ever actually die — even if a 
mission fails they’re saved by a rival 
rescue organisation. 


B c 

t 


► efore the mission gets underway, 
*the two IR team members each 
select two items of equipment from the inven¬ 
tory. If the wrong items are selected (there are 
quite a few red herrings) it may be impossible 
to progress past a certain point and the mission 
is doomed to failure before it even begins. 


r he second mission, Sub Crash is 
set aboard a wrecked Submarine 
stranded on the sea bed. Alan and Gordon 
Tracy’s job is to find some way to shut down 
the overloading nuclear reactor, rescue the 
remaining crew and bring the sub back to the 
surface. While trying to complete the mission, 
Alan and Gordon also have to worry about 
keeping themselves alive - the reactor is 
leaking deadly radioactive poison and there’s 
always the risk of explosion. 
















































































■ he final mission is not surprisingly the most difficult of them all. The time limit is 
short, and no clues are given before or during the mission. International Rescue’s 
arch-enemy The Hood has stolen the blueprints of the Thunderbirds craft and unless his demands 
are met, he will sell them to terrorists. Virgil and Scott must find The Hood’s missile base hideout 
(it’s heavily disguised at first), get the plans and escape. At the same time. The Hood’s missiles 
must be deactivated to stop him holding the world to nuclear ransom. 


O Thunderbirds is a com¬ 
petent arcade adven¬ 
ture — one of the best to 
date in fact. Controlling 
not one but two mem¬ 
bers of International Rescue and hav¬ 
ing to use each for different tasks is a 
novel twist, and the puzzles are suit¬ 
ably logical. The difficulty level is well 
set, so each mission is jusft that little 
bit harder than the previous one. 
Graphically the International Rescue 
boys have been depicted well — they 
walk in an almost puppet-like fashion 
(with no visible strings!) and the back¬ 
drops are colourful and well defined. 
The in-game sound is sparse but pleas¬ 
ing and there’s also an accurate digi¬ 
tised rendition of the Thunderbirds the¬ 
me — complete with speech. For these 
reasons, arcade adventure addicts and 
mappers will love it, but fans who were 
expecting something more action- 
orientated could be in for a disappoint¬ 
ment. The Thunderbird vehicles them¬ 
selves, for example, aren’t featured at 
all, apart from in a few short digitised 
sequences. Surely the game should 
have been centred around them, or at 
least have incorporated them in some 
kind of sub-section — the game is, after 
all, named after them. Ultimately, this 
a competent arcade adventure — but a 
very poor tie-in. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£19.99 
Out Now 
71% 
68 % 
70% 
69% 


OVERALL 69% 


This version is not ex¬ 
pected to differ greatly 
from the Amiga. 
Graphically it should be 
identical, and the only 
minor difference is expected to be in 
the sound department. It should be out 
by the time you read this at the same 
price - £19.99. 




Work is only just begin- 
Jk ^ ning, but if everything 

goes according to plan, 
a finished version 
should 

time later in the year. 


appear some- 



I n Bank Job, Lady Penelope and Parker's mission is to rob the vaults of the Bank of 

I 


^ I England to retrieve stolen files. The action here is a little more arcade orientated, as 
the pair are constantly dogged by burly security guards. Finding the vault is one thing, but actually 
opening it is another. 


m 

\D 












































































THE ONE 



Following the incredible success of the 17Bit PD starter 
pack, we are proud to present the best value-for-money 
PD Pack yet available for the Amiga and Atari ST... 

QUICKSTART 3 


AMIGA 

Disc 1 - Our very own 
disc-magazine that gained 
a huge following, it has 
programs, demos, music, 
art etc and of course 
plenty of news and 
articles. 

Disc 2 - A disc containing 
a selection of the very best 
Utility programs that are 
available including CLI 
Wizard & Directory Master. 
Also included are 2 
brilliant arcade games and 
a strategy patience game. 

Disc 3 - Contains some 
amazing music and some 
demos that will entertain & 
amuse you, just shows 
what the Amiga is capable 
of when asked nicely! 


ST 

Disc 1 - An issue of our ST 
Discmag. It contains much 
of interest to the ardent ST 
follower including some 
amazing 512 colour 
graphics. 

Disc 2 - Contains a great 
Database, a Pacman game 
and some great PD 
utilities and demo- 
programs. 

Disc 3 - Contains some 
great games such as the 
classic Megaroids and 
Time Bandit. Also 
includes a version of 
Neochrome for all the 
budding ST Artists. 

Plus much more! 


17 BIT SOFTWARE 

‘That bit better than the rest!” 


ALL THIS PLUS MEMBERSHIP 
TO 17BIT FOR ONLY £5!! 
(p&p inc) 

This offer should not be missed, 
take your opportunity NOW, if 
you are only going to try PD once 
- make sure its from 17Bit! 

This offer is backed with a 
money-back guarantee if you are 
not entirely satisfied with the 
pack — we aim to please! 

The discs included in these packs have 
been exclusively compiled by us 
for this offer. 


17 BIT SOFTWARE PO BOX 97 i ^ ■ 
i ” WAKEFIELD WF1 1XX 

TEL 0924 366982 L 

All orders despatched promptly by first class mail. 
Please state machine when ordering. 
Access/Visa orders welcome. 


WORLDWIDE SOFTWARE 

1 BRIDGE STREET 
GALASHIELS 
TD1 1SW 


E3 E 


W@R LDWI DE 


SOFT WA RE 


WORLDWIDE SOFTWARE 
106A CHILWELL ROAD 
BEESTON 
NOTTINGHAM NG9 1ES 


COMMODORE 
AMIGA SOFTWARE 

Afterburner 

Airball 


ATARI ST SOFTWARE 


Balance of Power 1990 
Barbarian II 
Batman 

Battlehawks 1942 
Bio Challenge 
Blood wyche 
Blood Money 
Carrier Command 
Chuckie Egg 2 
Colossus Chess X 
Cosmic Pirate 
Crazy Cars 2 
Cybernoid 2 
Dark Fusion 
Dark Side 
Denaris 
Dragon Ninja 
Dungeon Master (1 meg) 
Elite 

Emmanuelle 
Evil Garden 
Falcon 

Falcon Mission Disk 
F.O.F.T 

FI6 Combat Pilot 
Football Director II 
Forgotten Worlds 
Fright Night 
Fun School 2 
Gary Linekers Hot Shot 
Goldrush 

Grand Monster Slam 
Gunship 
HATE 
Hawkeye 

Hollywood Poker Pro 

Hostages 

Journey 

Kennedy Approach 
KickOff 

Leisuresuit Larry II 
Lombard RAC Rally 
Lords of Rising Sun 
Manhunter New York 
Mayday Squad 
Microprose Soccer 
Millenium 2.2 
Murder in Venice 


16.45 

14.95 

17.95 
18.75 

17.95 
16.45 

19.95 

17.95 
17.95 

17.95 
16.45 

14.95 

17.95 
16.45 

17.95 

14.95 

14.95 

17.95 

14.95 

17.95 
16.45 
16.45 

14.95 

14.95 

20.95 

14.95 

24.95 

15.95 
13.25 

14.95 
14.95 
14.95 

14.95 

17.95 

14.95 

17.95 

14.95 

14.95 
18.75 
16.45 

22.95 

17.95 

14.95 

22.95 
16.45 
22.95 

22.95 

14.95 

17.95 
17.95 
17.95 


3D Pool 
Add with Oscar 
Airborne Ranger 
Alfa Max One 
Alien Legion 
Andes Attack 
Archipelagos 
Balance of Power 1990 
Barbarian II 
Batman 
Battlechess 
Battlehawks 1942 
Bio Challenge 
Blood Money 
Blood wyche 
Borrodino 
Carrier Command 
Chaos Strikes Back 
Chicago 30's 
★ ★★★★★★★★•* 
★ 


ATARI ST SOFTWARE 


17.95 

9.99 

16.45 

11.99 

17.95 

7.95 

17.95 

17.95 

15.95 
13.25 

17.95 

19.95 

14.95 

17.95 

17.95 

22.95 
16.45 
11.20 


ATARI ST SOFTWARE 


Fun School 2 
Goldrush 

Grand Monster Slam 
Gridrunner 
Guardian Moons 
Guerilla War 
HATE 
Hawkeye 

Heroes of the Lance 
Hollywood Poker Pro 
Hostages 

Human Killing Machine 
Kennedy Approach 
Kenny Dalgleish Manager 

Kings Guest IV 

Leaderboard Collection Birdie 
Little Computer People 

Lombard RAC Rally .™ J(JCCUUdl , 

+ * + + + + + + + + + + + + + + + + + + 

FAST DELIVERY ON ALL STOCK ITEMS BY 1 ST CLASS MAIL IN UK 
SPECIAL OVERSEAS SERVICE BY AIR MAIL WORLDWIDE 

* CREDIT CARD ORDERS ACCEPTED BY PHONE OR MAIL 

* NORTH,SCOTLAND CREDIT CARD ORDER TELEPHONE LINES SOUTH MIDLANDS 

* N. IRELAND, OVERSEAS SOUTH, MIDLANDS 

* 0896 57004 (24 HOURS) 0602 252111(74 S 

********************** ***************** ***** 5 ?V*1 2 : "°+Z s l 


14.95 

17.95 

14.95 
7.99 

14.95 

13.25 

14.95 

14.95 

17.95 
1875 
16.45 

14.95 
16.45 
14.95 

14.95 

22.95 
14.35 

7.99 

16.45 


Rick Dangerous 
Robocop 
Run the Gauntlet 
Running Man 
RVF Honda 
S.T.O.S. 

Shoot em up Con Kit 

Silkworm 

Skweek 

Sleeping Gods Lie 
Spell with Oscar 
Stargliderll 

Steve Davis World Snooker 
Stomp 

Stormtrooper 
STOS Compiler 
STOS Maestro 
STOS Sprites 600 
Speedball 


17.95 
13.25 

14.95 

17.95 

17.95 

22.95 

17.95 

17.95 

14.95 

17.95 

9.99 
16.45 

14.95 

7.99 
14.95 

14.95 

17.95 
11.99 
16.45 
★ ★ 


Chuckie El 3 _ 
Colossus Chess X 
Cosmic Pirate 
Crazy Cars II 
Cybernoid II 
Dark Fusion 
Dark Side 
Deja Vu II 
De Luxe Scrabble 
Dragon Ninja 
Dungeon Mc^.„. 
Dungeon Master Editor 
Elite 

Emmanuelle 

Falcon Mission Disk 
F.O.F.T. 

FI 6 Combat Pilot 
Foot Man 2 Exp Kit 
Football Director II 
Forgotten Worlds 
Fright Night 



Mad Show 
Manhunter New York 
Mayday Squad 
Metropolis 
Microprose Soccer 
Millenium 2.2 
Murder in Venice 
Navy Moves 
Operation Wolf 
Orbiter 

Outrun Europa 
Personal Nightmare 
Phobia 
Pirates 

Police Ouest 2 
Populous 
Precious Metal 
Premier Collection 
Purple Saturn Day 
Real Ghostbusters 
Red Heat 
Renegade III 


14.95 

22.95 

14.95 
7.99 

17.95 
17.95 
17.95 
17.95 
13.25 

17.95 

14.95 

17.95 
17.95 
17.95 

17.95 
18.75 

14.95 

22.95 

17.95 

14.95 
14.95 
14.95 


Super Scramble 
Talespin 
Targhan 
Tech 

TeenageGueen 
Temple Flying Saucers 
The Kristal 
Thunderbirds 
Thunderwing 
Tiger Road 
Time Scanner 
Ultima V 
Ultimate Golf 

Universal Military Simulator 

Vigilante 

Vindicator 

Voyager 

Wanderer 

War in Middle Earth 

Weird Dreams 

Windsurf Willy 

WEC Le Mans 

Zak McKracken 


★ ★ 

14.95 

22.95 

17.95 

14.95 
13.25 

17.95 

21.95 

17.95 

14.95 
14.35 

17.95 
16.45 
14.35 
16.45 

11.99 

14.95 

14.99 
14.99 

21.95 

17.95 
17.95 
13.25 


COMMODORE AMIGA 
SOFTWARE 

Navy Moves 

Operation Wolf 

Outrun Europa 

Personal Nightmare 

Phobia 

Populouos 

Powerdrome 

Precious Metal 

Premier Collection 

Prospector 

Purple Saturn Day 

Ouaser 

Rampage 

Real Ghostbusters 

Red Heat 

Renegade III 

Rick Dangerous 

Robocop 

Rocket Ranger 

Run the Gauntler 

Running Man 

RVF Honda 

Shoot em up Const Kit 

Silkwork 

Skweek 

Sleeping Gods Lie 
Space Ouest 2 
Speedball 

Steve Davis World Snooker 

Talespin 

Targhan 

Tech 

Temple Flying Saucers 
Test Drive 2 (The Duel) 

The Kristal 
Thunderbirds 
Time Scanner 
Typhoon Thomson 
Ultimate Golf 
Vigilante 
Voyager 

War in Middle Earth 
WEC Le Mans 
Weird Dreams 
Windsurf Willy 
Zak McKracken 
Zork Zero 


17.95 

16.45 

11.99 

18.75 

17.95 

18.75 

17.95 

17.95 

22.95 

17.95 

17.95 

14.95 

17.95 
17.95 
17.95 
17.95 

17.95 
16.45 

21.95 

17.95 
17.95 
17.95 
16.45 

17.95 

14.95 

17.95 
18.75 
16.45 

14.95 

22.95 

17.95 

14.95 

17.95 

17.95 

21.95 

17.95 
17.95 
17.95 
14.35 
11.99 

17.95 

14.95 
16.45 

17.95 
17.95 

17.95 

22.95 


Europe (other than UK) 
Shipping costs are 
£1.50 per disk for normal air mail 
£2.50 per disk for express air mail 


Please make cheques or postal orders payable to 

... . . WORLDWIDE SOFTWARE. 

All prices include postage & packing in UK. Credit card orders accepted by phone or mail, 
a ashiels: (0896) 57004 (24 hours) Nottignham: (0602) 252113 (24 hours) 

ADVERTISED PRICES ARE FOR MAIL AND TELEPHONE ORDERS 
ALL PRICES CORRECT AT TIME OF GOING TO PRESS. E&OE 


+ ** + + + + + + * + *+ + *++ + + + + + ■* 

10x3.5" DS/DD high quality disk 9.95 

★ ★★★★★★★★★★★★★★★★★★Hr*** 


Outside Europe 
Shipping costs are 
£2.00 per disk for normal air mail 
£3.00 per disk for express air mail 












































T may be a new company, 
but the concept behind its 
debut blaster owes its soul 
to the earliest days of arcade action. Gary 
Penn has no time for nostalgia as he prepares 
to defend the dropzone... 



■^he first time you play, an extra- 
I neous sequence is shown with a 
lone space pilot giving the thumbs up before 
the craft’s cockpit slides shut. More impressive 
though is this Game Over scene with an 
effective heat distortion illusion at the rear of 
the broken craft. 




n: 


I ot only can two players take 
turns at dishing out doses of 
death, they can play together as a team. 
However this isn’t as much fun as it sounds, as 
the ships tend to behave as though joined by an 
invisible thread - especially when you want to 
scroll the screen in opposite directions! 


V isionary Design Technolo¬ 
gy, the team responsible 
for the 1 6-bit conversions 
of Dragon’s Lair, is cur¬ 
rently negotiating a dis¬ 
tribution deal with a UK company for 
the release of its first stand-alone 
production. 

Datastorm’s superfluous scenario 
fails to disguise a shoot ’em up in the 
classic mould of those old Williams 
coin-op favourites Defender and Star- 
Gate. However, whereas Defender and 
StarGate only featured a handful of 
adversaries, Datastorm is infested by 
128 villains of varying destructive 
capabilities. 


Come aliens leave behind Tokens 
^)on their demise, allowing you to 
collect a temporary Shield, an ‘autofire’ fea¬ 
ture, Missiles which launch whenever a Pod is 
abducted, or increased firepower. 













































he title screen features 


com¬ 


prehensive guide to what you 


can expect to encounter, set against a listen- 


able, bouncy tune. 


slice 


of 


the 


typically 


pulse- 


adrenaline-inducing 


racing 


horizontally scrolling action. The ship (a futur¬ 


istic descendant of the Reliant Robin) thrusts 


and turns in a frenzy of blasting action. Self 


preservation aside, the objective is to protect 


eight ground-based Pods 


and the best way of 


doing this is to scoop them up, one at a time, 


and deposit them in the Portal. However there 


are a couple of ‘spanners’ in the works... 


anders patrol the landscape and 
ccasionally descend on an unfor¬ 
tunate Pod. Failure to reach the scene in time 
sees the Pod turn into a Traitor (which behaves 
much like a Pod - except deadlier) and the 
Lander becomes a Mutant, which chases after 
you relentlessly like a man possessed. 


◄ TS, 

ce Squid (left) and 
the Intergalactic 
Space Skull are 
found floating 
around on every 
fifth level. Both 
throw out smaller 
versions of them¬ 
selves, and both 
are only destroyed 
with plenty of hits. 


O ne of the most innovative touches is a swarm of aliens collectively known as the 
Tornado. Its appearance is made known by an uncomfortable pause in the action 
followed by an ominous rumbling which grows louder as the storm approaches. After a few seconds 
of unnerving hot pursuit, the ‘particles' (Blitters) turn into aggressive Mutants. 



O Someone’s been playing 
StarGate and Dropzone 
— a lot. DataStorm is 
similar to both the Wil¬ 
liams Corporation’s and 
Archer Maclean’s horizontal scrollers, 
but with a greater variety of aliens. 
Perhaps too many... as a result, some 
seem extraneous and few have identi¬ 
fiable personalities to make them more 
than just sprites moving in predictable 
patterns. The addition of extra equip¬ 
ment is also detrimental as it tends to 
restrict the game’s learning curve: part 
of Defender’s appeal was in learning to 
control the ship then improving those 
skills — a form of gratification very 
similar to that gleaned from learning 
how to control the craft in Virus. In this 
case, relying on the appearance of 
extra items to save your bacon tends 
to make the player lazy. That said, 
there are some genuinely neat addi¬ 
tions, like the missiles and sudden 
mass attacks. More often than not the 
action is unbelievably fast — so busy 
that the onlooker is left wondering 
how on Earth you can see where you 
are, let alone survive. The whole screen 
becomes alive with colour as dozens of 
pixels shower as dozens of aliens bite 
the space dust. It’s not uncommon to 
come away from playing with sweat 
dripping from your brow, your heart 
pounding and spots twinkling before 
your eyes. There are times when things 
slow down, and at worst the proceed¬ 
ings grind to a halt when the disk is 
accessed, but unforgivable as these 
flaws are, Datastorm comes highly 
recommended. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


TBA 

TBA 

81% 

87% 

89% 

N/A 


OVERALL 84% 






Unfortnately there’s no 
version planned. 


Sadly no version plan¬ 
ned either. 









































% 




AIRBORNE RANGER 
The Arcade-Action Simulation 


Airborne Ranger is a fast paced action-simulation 
that challenges your strategic skills and reflexes. 
Control one soldier's battle against overwhelming 
odds. Run, walk or crawl across full-scrolling 3-D 
terrain using trees, bushes and ravines to avoid the 
enemy or set up an ambush. 

Airborne Ranger Features: 

□ 12 exciting missions 

□ Full-scrolling 3-D graphics 
Various terrains to encounter 

□ Multiple enemy threats 

□ Modern weaponry 

□ Comprehensive documentation 

Airborne Ranger, The Arcade-Action simulation is 
now available for your Commodore Amiga, 
£24.95. 




PIRATES! 


The Action-Adventure Simulation 

Pirates is a dramatic simulation of 17th century life 
on the Spanish Main and you are cast in the leading 
role as Privateer Captain. Leap into an era of 
turbulence and change, a time when fabulous 
fortunes can be won and lost. 

Pirates Features: 

□ Non-stop action and strategic decision-making 

□ Extensive graphics with 70 different scenes 

□ Various difficulty levels 

□ Comprehensive Manual 

□ Hundreds of hours of exciting entertainment 


Pirates! The Action-Adventure simulation is now 
available for your Atari ST, £24.95. 



Screenshots may vary, dependent on computer and format. 

Unit 1, Hampton Road Industrial Estate, Tetbury, Glos. GL8 8LD. Tel: 0666 54326. 
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Kiwi 


cean’s latest conversion of a 
(Taito coin-op features 
boomerang-throwing teddy 
bears, hot air balloons and a scuba-diving 


Enough to ruffle even Brian 
Nesbitt’s fi 


utesy coin-ops have been 
around almost as long as 
the video game itself. 
Perhaps the first to appear 
were Nintendo’s Donkey 
Kong and the classic Mario Brothers 
games. Since then there’s always been 
a market for stubby-limbed wide-eyed 
heroes, but more so since the release 
of the game that really sparked the 
cute revolution — Taito’s Bubble Bob¬ 
ble. 

Subsequently there’s been Rainbow 
Islands (Taito’s own follow-up to Bub¬ 
ble Bobble), Sega’s Dynamite Dux and 
Irem’s Legend Of Hero Tonma among 
others. But Taito has always been the 
master of the sugar-and-spice game. 
Strangely enough, its most recent 
effort. The New Zealand Story seemed 
to pass through the arcades relatively 
unnoticed. 


B ashed enemies usually leave be¬ 
hind a piece of fruit, but they 
occasionally leave an extra weapon instead. 
Weapons available include a bomb (that looks 
good but is only effective at short range), a 
magic wand and, most deadly of them all, a 
laser beam. 


LJC 


LJ 


O ccasionally Kiwi has to traverse 
a flooded area, and when he 
does he dons oxygen tanks and snorkle. Water 
is especially dangerous, as not only is Kiwi up 
against a depleting oxygen supply, but also 
against the weird and wonderful creatures that 
inhabit the waters — like this spiked crustacean. 


The storyline tells of a heroic Kiwi 
chick’s quest to free his little feathery 
chums from the clutches of an evil 
walrus. One Kiwi chick is found at the 
end of each of the 20 levels imprisoned 
in a bird cage, and freeing him is 
accomplished simply by touching him. 
Getting there in the first place is 
another matter entirely. 

Kiwis can’t fly, so to reach his feath¬ 
ered friends, your baby bird has to run 
and jump his way there, using the 
platforms and ladders to the full — 
while avoiding (or shooting) the porcu¬ 
pines, teddy bears and other cutesy 
bad guys that patrol them both on the 
jround and in the air. 
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In classic Taito tradition, there are 


many secret bonuses to be found. 

\ joystick icon allows enhanced control over 
•he birds and balloons, while the clock freezes 
ill the aliens, allowing you to wipe them all 
>ut. There’s also a ‘Book Of Death’ that acts 
ike a smart bomb and a mirror that warps you 
o the end of the level. 
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OVERALL 84% 


the Amiga, 
of £19.99 


Apart from the manda¬ 
tory differences in col¬ 
our and sound, this ver¬ 
sion isn’t expected to 
differ in any way from 
It’s due out soon at a price 


w: 


phen every fourth Kiwi chick is 
rescued, a huge bad guy such as 
a whale or ink-squirting octopus appears. The 
guardians are too heavily armoured to be shot 
from the outside, so Kiwi jumps into their 
mouths and fires away from inside their sto¬ 
machs. In between pumping away at the 
stomach wall (about 40 shots are required to 
kill it), Kiwi also has to 
avoid the acid droplets 
that leak from the 
‘roof. 


◄ "■■here are times when although 
I it's necessary to travel upwards, 
there just aren't any platforms around. Time 
to look for another way up. Occasionally a hot¬ 
air balloon appears that Kiwi can ride in, but he 
puts his life at risk when he does so as the 
balloon is very vulnerable and explodes when 
hit by enemy fire, taking Kiwi with it. A safer 
way to travel is to ride on the backs of the 
geese or teddy hear heads left by shot-down 
enemies or to hang from a metal balloon that 
can only be shot with a laser. 


The one thing that’s 
most difficult to recre¬ 
ate when converting 
one of Taito’s cutesy 
coin-ops, is the simplic¬ 
ity and brilliance of the game design, 
and the boys at Choice Software have 
certainly succeeded. The New Zealand 
Story is tremendous fun to play — the 
action is clean-cut and uncomplicated, 
and the difficulty strikes just the right 
balance between compulsion and frus¬ 
tration. With 20 levels, there’s no doubt 
as to the game’s lastability, and the 
completely over-the-top cutesy graphic 
style and catchy jingles that play 
throughout add to the fun. Brilliant 
stuff — hopefully it’ll get more recogni¬ 
tion than the coin-op. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.99 


Out Now 


81% 


86 % 


88 % 


73% 
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Choosing software fpr your Atari ST or 
Amiga is now a completely new experience. 
Just look for the Microstatus name. 

Microstatus software has been specifically 
developed for powerful machines and 
^jXDwerfui minds. In fact, it’s as smart and 
intelligent as those who choose to play it. 

:For in every game you’ll find that the very 
latest technology has been used to create 
exciting gameplay and genuine challenge. 
b A wide variety of titles will be released 
under this new label, all featuring 
tremendous depth and playability. 

The first two. Total Eclipse and Dark Side, 
are already here. So look out for the new 
status symbol. 




































MicroStatus brings you solid freescape™ 3D adventure from Incentive 



The Ketars, a banished race, have spent 
200 years planning their revenge on the 
peace-loving Evaths. Determined to 
destroy the planet and its people, they 
have built an incredibly powerful laser 
weapon on the dark side of Tricuspid, 
Evath’s moon. Your mission is to explore 
Tricuspid and its tunnel system in order to 
disable the Energy matrix and save 
Evath. A whole host of puzzles and 
defences put all your skills to the test. 
Dark Side Features: 

A Exciting 3D graphics 
A Advanced Freescape Technology 
A Superb gameplay 
A Deep game content 


Available now for your Atari ST and 
Commodore Amiga, £24.95. 


DARK SIDE 

Trouble is brewing on the Dark Side of the moon 



It is 1930 and you have just landed your 
biplane next to a pyramid dedicated to Re, 
the sun god. The sun is hot and time is 
short. For in just two hours the moon will 
totally eclipse the sun, activating the 
ancient curse cast upon the Egyptians. 
Unless you find Re’s shrine inside the 
Great Pyramid the moon will explode and 
shower the earth with meteorites, and 
life as we know it will be destroyed. 

Total Eclipse Features: 

A Exciting 3D graphics 
A Advanced Freescape Technology 
A Outstanding Gameplay 
A Involved game content 
A Eastern music 


Now available for your Atari ST & 
Commodore Amiga £24.95. Coming soon 
for IBM PC & Compatibles. 


TOTAL ECLIPSE 

Defeat the curse of the Ancient Egyptians 




Unit 1, Hampton Road Industrial Estate, Tetbury, Glos. GL8 8LD. Tel: 0666 54326. 


© 1989 INCENTIVE SOFTWARE LTD. 
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Ocean Software Limited • 6 Central Street • Manchester • M2 5NS 
Telephone: 061 832 6633 • Telex: 669977 OCEANS G • Fax: 061 834 0650 


ATARI ST 

19.99 

AMIGA 

24.99 


TAiTO 

SPECTRUM 

8.99 

CBM/AMSTRAD 

9.99 

































■he animated opening sequence 
underestimates the task ahead 
of you - but it's typical of the neat graphical 
touches that appear throughout. 


T he story behind Domark’s 
second Tengen licence runs 
something like this... war¬ 
like aliens, with nothing 
better to do, have invaded 
the planet and established a huge 
underground complex. 

This complex is divided into numer¬ 
ous sub-levels guarded by mean metal 
security police CXybots) and their su¬ 
periors (Master Xybots). Only a fool 
would dare face the awesome power 
of this alien onslaught, right? Well, in 
this case two fools have volunteered: 
Major Rock Hardy and his laser-toting 
chum. Captain Ace Gunn. 

Each maze layout which the pair 
encounter is different, but it’s invari¬ 
ably based on one of three major 
designs: a simple labyrinthine struc¬ 
ture, corridors which run into great 
caverns, or box-rooms whose walls 
need to be destroyed or opened to 
progress. 

The dynamic duo have two kinds of 
weapon to assist in their task: a Laser 
Gun (extra cannons can be added) and 
a Zapper, which can stun or cause 
greater damage depending on the en¬ 
hancements you purchase for it. Los¬ 
ing a life means starting the level 


ordon Houghton makes his 
way carefully through the 
underground labyrinth that 
is Domark’s latest conversion of an Atari 
coin-op... 


Jnergy wears down naturally as 
■time passes, but it’s more heavily 
depleted by Xybot attacks. It can be recovered 
by collecting energy pods, like this one, which 
bleep loudly as you approach. Other beneficial 
objects (some carried by menial yellow 
Xybots) include weapons - which double or 
triple firepower - and coins, which allow 
purchases in the end-of-level shop. 

WBBj S | n two-player mode, each charac¬ 

ter's area is displayed separately 
and it's first come first served for bonus coins 
and objects. Either way, th^ control method is 
the same: the screen shifts in 'blocks', with Ace 
and Rock turning through 90 degrees. 


afresh; losing five means game 


over. 


menacing Xybot usually guards 
the end-of-level Transporter, 
otherwise it’s just a matter of stepping on the 
lift and taking a downwards ride. However, 
more discerning players will use their keys 
wisely, to discover the hidden warps which 
allow you to skip stages... 



























Mk II robots are harmful if you give 
^%them enough time, but some 
are more immediately aggressive. The tougher 
the robot, the greater the reward for des¬ 
troying them (up to a maximum of 600 points). 
If the enemy is out of sight but in range, a 
danger signal tells just where the trouble lies, 
and quick reactions are needed to spin round 
before you’re hit. 


◄ "T'he most useful purchase avail- 
I able at the shopping stage is a 
wall map for the next level, but other items 
include Enemy Location Maps, Shot and Shield 
Customisations, handy Keys and strap-on de¬ 
vices which slow energy loss. 





■ransport around each level is 
achieved in three ways, the sim¬ 
plest of which is just walking. Sometimes, 
however, it’s necessary to utilise these Trans¬ 
porters, and some rooms require keys to 
unlock their secrets. Other sections can be 
destroyed with your Laser - so it’s always 
worthwhile unleashing a blast on a wall which 
is otherwise impassable. 

pproximately every 10 levels. Rock and Ace face a Master Xybot, who spews out 
^multiple bullets at once - progress can then only be made if each of his orifices is 
disabled. Should our musclebound chums fail, they are humiliatingly sent back several levels to 
start again. 
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Xybot’s faults are 
mostly those of the 
arcade game itself — 
mainly that there’s not 
much variety in the 
gameplay or the graphics. Also, each 
duel is a simple question of being 
quicker with the trigger than the oppo¬ 
sition, and losing energy is more down 
to your own lack of concentration than 
anything the enemy can throw at you. 
However, the random placement of 
robots means that there’s always the 
chance that you’ll turn the corner into a 
stream of laser fire or (if you’re trigger 
happy) shoot your partner by mistake. 
This, coupled with the large number of 
maze designs, the Warps, Transpor¬ 
ters, Secret Rooms (and all the perso¬ 
nal customisations you can buy or find) 
helps to sustain interest. The move¬ 
ment (particularly the 3D Wall effect) 
is convincing, managing to capture 
much of the coin-op’s feel, and the 
game is packed with neat touches 
(such as the laser splashes on the 
walls, the sound effects and end-of- 
level tunes). The control method, on 
the other hand, is initially confusing, 
though it’s hard to see another way in 
which the coin-op’s two button system 
could have been implemented, and once 
you’re accustomed to the awkward¬ 
ness, it works well. If you were to 
judge Xybots purely as an arcade con¬ 
version, it would score very highly; as 
a game in its own right it’s not brilliant 
— but it is good, coming into its own 
with two players. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£19.99 
Out Now 
76% 
71% 
86 % 
79% 


OVERALL 78% 


O As this is yet another 
direct port from the ST, 
there’ll be no differ¬ 
ences between the two, 
apart from slight 
changes in the colour pallette and en¬ 
hanced sound. Priced at £19.99, the 
release is set for July 15th. 


PC or not PC, that is the 
question. The decision 
whether or not to pro- 
duce an IBM-compatible 
Xybots hasn’t yet been 
made — how well the ST and Amiga 
versions fare will certainly be a contri¬ 
buting factor. 












































































© Loriciels 1989. All rights reserved. Manufactured and 
distributed under licence by U.S. Gold Ltd., Units 2-3 
Holford Way. Holford, Birmingham B6 7AX. Tel: 021 356 3388 


HE’S THE HERO OF THE GALAXY - PAINT POTS A WAY 


Have you ev>wa^e(Tto paint 

the town red? N. ' A 

Well, now you can paint it^PlNK instead!^ 

A fast-moving arcade game thatsii 
fih5| bundle of fun, x. 

Om\^ero Skweek keeps-you on thehin! 
Go through 99-l^vels - get that \ 
winning 'score - 
,tn c^veryStr-ecazy, but vou ; 1( 


lame that’s a winne>M|| 

WATCH OUT, WATChM 
THERE’S A SKWEEK ABO 
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3 A top quality sound sampling 
system at a realistic price. 

3 100% machine code software for 
realtime functions. 

3 HiRes sample editing. 

3 Realtime frequency display. 

□ Realtime level meters. 

□ Adjustable manual/automatic 
record trig level. 


3 Variable sample rate & playback 
speed. 

3 Seperate scroll line waveform 

windows & zoom function with Edit 
windows for fine accurate editing. 

3 3D shot of sound waveform. Wave 
editor to design your own 
waveforms or adjust existing ones. 

3 Microphone & line input. 

3 Software files can be used within 
other music utilities. 


3 Amiga version comes complete 
with "JAMMER" software for 
playback/sequencing of your 
recorded samples. 

3 Lots of useful features. 

3 ST version has MIDI playback 

option. Play recorded samples via 
external MIDI keyboard. 

3 Complete Hardware/Software 
package. 


ONLY £69.99 please state asoo/i 000/2000 or st version £59.99 




Q Full Midi Interface for A500/1000/ 
2000 (please state model). 

3 Compatible with most leading Midi 
packages (including D/Music). 

□ Midi In - Midi Out x3 - Midi Thru. 

Q Fully Opto isolated. 

[] No need to pay more - Full Midi 
standard. 

ONLY £34.99 

f SPECIAL OFFER!! 'N 
BUY THE MIDIMASTER & 
THE MIDI MUSIC 
MANAGER TOGETHER FOR 

V ONLY £59.99 J 


PRINTER LEADS 


Q 25 pin 'D' to 36 way Centronics 
parallel lead. 1.2m length. 

3 A500 or 1000, please state. 

ONLY £8.99 



midi music mmm 

MANAGER Ml 


A TRULY PROFESSIONAL 
MIDI PACKAGE AT A 
REALISTIC PRICE 

Play sampled sounds on Amiga from 
any Midi track. 

□ Full dubbing - listen to one track 
while recording another. 

3 Works with many Midi interfaces 
including Datel Midi Master (see Ad) 
[] 8 realtime Midi tracks for record/ 
playback. 

3 Adjustable track length - limited 
only by available memory. 

3 Works with standard IFF Ales. 

ONLY £39.99 


MIDI CABLES 


3 Top quality. 

3 3 metre length. 

ONLY £6.99 pair 

UNBEATABLE VALUE 



1MEG INTERNAL 
DRIVE UPGRADE 


TRACKMASTER 


3 Trackmaster track display unit is a 
must for the disk hacker. 

3 Simply plugs into disk drive port of 
the ST. 

3 No other modifications or 
connections required. 

3 Displays track number, disk side 
and read/write status as the head 
moves along the disk. 

3 Has daisy-chain socket to connect 
external drive. 

3 Invaluable for identifying protection 
tracks etc. 

3 Two-digit LED display. 

3 Displays up to track 85. 

3 Works on both internal and external 
drive (switchable). 

3 Complete hardware solution - no 
software required. 


1 MEG RAM 
UPGRADE KIT 


3 Replace internal 500K drive with a 
full 1 meg unit. 

3 To P quality drive unit. 

3 Full fitting instructions. 

3 Easily fitted, no special skills 
required. 

3 Direct plug in replacement. 

3 Available now. 

3 When considering a drive 
replacement remember that 
quality is most important. 

ONLY £69.99 


3 512K of FASTRAM to bring your 

520 STFM up to a full 1040K!! 

3 Fitting is a straightforward 

soldering job - achieved by anyone 
who has a little experience. 

ONLY £99.99 


ONLY £34.99 





DEEP SCAN BURST NIBBLER 


3 Copy an entire disk in under 60 
seconds. 

3 Works with one drive or two. 

3 Copy 1 or 2 disk sides - up to 85 
tracks. 

3 Special format parameters for non¬ 
standard formats. 

3 Full verify option. 


3 Easy to use Icon driven programme 
takes the mystery out of disk 
backup. 

3 Very powerfull. Regular 
available. 

ONLY £29.99 

PLEASE STATE VERSION 

AMIGA REQUIRED 


SUPER TOOLKIT II 


3 Huge range of features - too many 
to list. HiRes display (works mono 
only). 


3 Powerfull track/sector editor. 

3 Displays up to 85 tracks/255 
sectors. Fully menu driven. 

ONLY £14.99 ST ONLY 


NOTICE 1988 COPYRIGHT ACT 

DATEL ELECTRONICS Ltd. neither authorizes or condones the use of it's products to 
reproduce copyright material. It is illegal to make copies of such material without the 
_expressed consent of the copyright owners or thier licencees. 
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PATEL ELECTi?OnS 



EXTERNAL 3.5" DISC DRIVE 


Qj Slimline extra low profile unit - only 
6" long! 

Q Top quality drive mechanism. 

Q Throughport allows daisy-chaining 
other drives (Amiga only). 

□ A superbly styled case finished in 
computer colours. 

Q Fully compatible. Complete with PSU 

^ (ST)- 

_] 1 meg unformatted capacity. 

_j Good length cable for positioning on 
your desk etc. 

only A TWIN DISK DRIVE ONLY €149.99 

ADD £5 FOR COURIER DELIVERY IF REQUIRED 

(AMIGA ONLY) 


EXTERNAL DRIVE SWITCH 


Q| Switch in/out of external drives. 

Q| Save on memory allocated for drives 
not currently in use. 



Q[ Complete Eprom Board & case. 

Q Accepts up to 4 x 27256 Eproms. 
J Mapped into the cartridge area. 
Q Attractively styled case. 

□ High grade PCB. 

□ 64K or 128K blocks. 

ONLY £12.99 



□ The correct time/date every time 
you switch on your ST. 

□ Works with most GEM type 
applications. 

Q Battery backed Clock/Calender. 

Q On board Lithium battery for extra 
long life. 

Q Displays in 12 or 24 Hr. format. 

Q Comes complete with set-up disk & 
alarm clock utility. 

ONLY £29.99 




ONLY £189.99 



□ DF1 & DF2 controlled. 

ONLY £9.99 



Q High quality direct replacement for 
mouse on ST/Amiga. 

□ Teflon glides for smoother 
movement. 

Q j Rubber coated ball for minimum slip. 
Q Optical system counting - 500/mm. 

/ Special offer - free mouse\ 
mat + mouse house 
(worth £7.99). J 

ONLY £ 29.99 

COMPLETE (STATE ST OR AMIGA) 


LOW COST BAR 
CODE READER 


Low price Bar Code Reader. 

Model 420, high performance, low 
cost Bar Code Reader. 

Works with any Amiga/ST computer 
system (please state which) via the 
RS232 interface. 

Features a built-in self-testing 
function. 

Features a diagnostic indicator. 

Can read codes EAN, UPC, Inter 
leaved 2 of 5, Code 39, CODABAR. 
Comes complete with wand, ready 
to go. 

Easy to install. 


512K RAM 
EXTENSION 
CARD 


□ Available with/without calender/ 
clock option. 

Q Simply plugs internally into A500 
slot. 

Q j Switch in/out with switch supplied. 
Q j Fitted in minutes - no soldering etc. 
Q| Accepts 41256 DRams (zero K 
RAM fitted). 

p j With calendar/clock onboard time/ 
date automatically booted. 

Q Battery backed to retain time/date. 

ONLY £19.99 

FOR STANDARD CARD TO 
AC CEPT 512K _ 

ONLY £34.99 

FOR VERSION WITH CLOCK/ 
CALENDAR 

NB THESE PRICES ARE FOR BOARDS 
WITHOUT RAM CHIPS. PHONE 0782 
744707 FOR RAM PRICES. 

PHONE FOR LATEST FULLY 
POPULATED BOARD/RAM PRICES. 


GENISCAN GS4000 ST/AMIGA 


<1 
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An easy to handle Handy Scanner 
featuring 105 mm scanning width & 
400 dpi resolution enables you to 
reproduce graphics & text on your 
computer screen. 

Adjustable switches for brightness 
& contrast. 

Printout for Epson compatibles. 

A powerful partner for Desk Top 
Publishing. 

With Geniscan you have the ability 
to easily scan images, text & 
graphics into the ST/AMIGA. 


□ 

□ 

□ 

□ 


Powerful software allows for cut & 
paste editing of images etc. 

Save images in suitable format for 
most leading packages including 
DEGAS, NEOCHROME, FLEET- 
STREET, DELUXE PAINT etc. 
Package includes GS4000 scanner, 
interface & Scan Edit software. 
Unmatched range of edit/capture 
facilities simply not offered by 
other scanners at this unbeatable 
price. 


r SPECIAL OFFER ' 

COMPLETE WITH PAINTWORKS (ST) OR DELUXE PAINT II 

(Amiga) for ONLY £189.99 

V INCLUDING HARDWARE/SOFTWARE y 


ILL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ORDER ... 


BY PHONE 

3 S 

0782 744707 

24hr Credit 
Card Line 


BY POST 


Send cheques/POs made 
payable to 
"Datel Electronics" 


FAX 

0782 744292 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 


CALLERS WELCOME - Please reserve goods by telephone prior to visit. 



DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 

SALES ONLY 

0782 744707 

TECHNICAL ONLY 

0782 744324 
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When Soviet tanks outnumber you 
eight to one you need an edge, and I’m 
not sure that I’ve got it, being in 
command of one lonely Abrams isn’t 
enough. I need support... 

“Sagger flash bearing 140!” True 
enough the gunner has spotted the tell¬ 
tale flash of a Soviet shoulder launched 
Sagger missile. Hand-launched from 
behind a bush all the operator has to 


do is to guide it to the target and we’re 
history. “Make smoke. Reverse. Gun- 
ner, load APERS, target 140, range 
1,400 meters. Shoot!” It’s going to take 
the gunner at least four seconds to get 
off the anti-personnel round. Just hope 
the smoke spoils the rat’s aim in the 
meantime. Damn! He’s not at the top 
of the hill, he’s half way down it. 

-.-■ — “Gunner, Adjust down. Shoot.” 

"¥"he Gunner's seat. This is where the damage is done. The view of the world is 
1 r estncted > but y° u ca " «wn on the infra-red kit for night work or to see through the 
smoke Shooting .s easier with EA’s tank, in fact once you have locked on it’s pretty automatic. 

D^iioTrrh ver d rr ds r uch more skiM - ,t,s up to you to the h** ^0^ the 

panel, get the range and allow lead on the target. 


Y 


>u*ve flown planes, comman¬ 
ded submarines and crawled 
in the mud... now you can roll 
out the barrel as a new wave of tank games 
trundles onto the simulation battlefield. 
Robert Browning makes caterpillar tracks to 
try out the two at the forefront of the 
invasion. 


F ighter planes. Been there, 
done that. What’s new is 
tank simulators. Not futur¬ 
istic shoot and run simula¬ 
tors like Battle Zone, nowa¬ 
days the sophisticated tank simulator 
expects you to master the skill of a 
tank’s entire crew, from the comman¬ 
der to the gunner. 

Real tanks have complex guns which 
must be fed the right sort of ammo to 
kill the target in front of you. Real 
tanks don't have radar to find the 
enemy. Real tanks have enemies in the 
skies, on tracks and behind just about 
every bush, enemies with sophisti¬ 
cated weapons which must be spotted 
identified avoided and neutralised. 

Until the arrival of the new MBT 
currently being produced for the Brit¬ 
ish Army, the most exciting tank to 
get your hands on is probably the 
American M1A1 Abrams. 

The Abrams is armed with the Ger¬ 
man 120mm smooth bore gun, a 
sophisticated targeting and gunnery 
system, and protected by British made 
Chobham armour. This is 60 tonnes of 
oblivion-delivering technology, every 
bit as complicated and intriguing as an 
F-16. Try one and see... 


r his is the best view you get, and 
it's claustrophobic in here. All of 
the switches on the panels work and it’s up to 
you to make sure that all necessary systems 
are engaged before attempting combat. No¬ 
thing quite so embarrassing as an attempt to 
launch smoke when the launchers are empty. 


- 












































































































Abrams Battle Tank 

E lectronic Arts offering provides 
a pretty full simulation of the 
M1A1 with a number of opera¬ 
tions divided between the different 
stations in a tank. Some tasks, for 
instance, can only be done from the 
gunner’s turret, but most operations 
can be carried out from the comman¬ 
der’s position, including driving the 
tank. This is not so realistic since the 
commander would simply pass direct 
orders to the driver. 


The displays inside the tank make 
little attempt to re-create the inside of 
a real tank, instead they concentrate 
on giving as much necessary informa¬ 
tion as possible, including the relation¬ 
ship between the tank’s hull and the 
turret. That may sound pretty silly but 
it can be very tricky sometimes, espe¬ 
cially if you forget that the gun is in 
fact pointing in a different direction to 
the tank. 

Damage to the tank is reported via 
messages and on a damage indicator 
screen where the relevant section 
changes colour according to the 
amount of damage sustained. As hits 
are suffered so functions begin to fail. 
Lose your sight and you end up trying 
to blast away the enemy from the 
Cupola position — that’s sitting up top 
with your head sticking out. 

A map is available to the commander 
but it reveals very little. It does not 
provide a full view of the battlefield 
nor does it give you a true idea of 
possible enemy positions. It is, howev¬ 
er useful for navigation. 

A full simulation of the Abrams night 
vision sight and gun stabilisation sys¬ 
tem makes shooting pretty easy, espe¬ 
cially since you can lock onto a target 
and be pretty sure that you can only 
have to keep shooting until you hit it, 
even the move. The Target Acquisition 
and Designation System (TADS) is a 
great help since any potential target is 


◄ %#>ew from the Top but only from 

▼ Abrams Battle Tank. Plenty of fresh 
air from the Cupola position but your likely to 
get your head blown off and you have very 
little control over the tank. 


highlighted if it is in view of the main 
sight, and identified automatically. On¬ 
ly three types of ammunition are pro¬ 
vided. Sabot, HEAT and an experimen¬ 
tal anti-helicopter wire-guided round 
called AX. You have one coax-mounted 
.30cal to play with. 

A keyboard map helps you keep 
track of the 24 or so keys which 
control the tank. Joysticks can be 
used, but frankly they are better left in 
the drawer. Driving the tank is the 
easy bit, once you get used to it. 

All game scenarios are based in 
Germany, with the Soviets providing 
the fun. Three levels of difficulty deter¬ 
mine the type of opposition you will 
face, and som po-faced Colonel greets 
you at the start to set you on your 
way. Eight missions are offered with 
full details and a map for each provided 
in the manual. 

wprvhe Abrams is one of the few 
I NATO tanks fully-equipped with 
an effective fire on the move capability, which 
is probably the single most important feature 
of this tank. Once an enemy has been selected, 
you’ve decided that the range is fair and you 
have the right ammo up the spout, you can let 
rip in the certain knowledge that you can hit 
while you run. 












































































































































Steel Thunder 


A ccolade’s simulation is alto¬ 
gether more complex. To begin 
with it isn’t just a simulation of 
the M1A1, you can also elect to drive 
the more common M60A3, the M3 
Bradley or the M48A5 Patton to boot. 

As with the EA simulator you are 
expected to oversee the functions of 
the entire crew, but the approach is 
much more rigorous. For example, you 
can’t move the tank unless you first 
move to the driver’s position. From the 
commander’s position you can only 
direct the tank by giving orders to the 
driver via a few keys which are 
assigned set tasks such as ‘drive 
straight to target’ or ‘circle’. And there 
are a lot more things you must take 
care of, you even have to turn all of the 
electric circuits on and the engine be¬ 
fore to get underway. With the 
Abrams game you just lay down smo¬ 
ke by pressing the smoke key, with 
this simulation you must order the 
canisters to be loaded first! 

Also in contrast, the displays inside 
the tank make every effort to simulate 
the insides of a tank. The needles 



■he Commander’s seat - you 
won’t spend much time here. 
The view might be better but you can’t fire the 
gun, that’s the gunner’s job. Useful, though, to 
check the map to find the fastest way home. 


buttons and lights are pretty confusing 
but they all add to the scenario. Dam¬ 
age reports and stores list are passed 
down on a clipboard. 

Here you can order the gunner to 
destroy a target selected by you and 
he gets on with it. If you aren’t happy 
with the guy’s performance then you 
must get down to the gunnery position 
and do the job yourself. 

You don’t get the same degree of 
target acquisition and automatic lock 




on that you have with EA’s version, 
instead you must ask the gunner to 
identify the target whereupon he re¬ 
sponds with the target details, usually 
it’s a tree or a hill, or he gets it wrong. 
Something you only discover when a 
previously described pile of ‘rubble* 
starts shooting at you. 

Also, you’re expected to compensate 
for the speed and range of targets by 
shooting ahead, though the stabilised 
gun and ballistics computer are a great 
help. The range of ammunition is grea¬ 
ter, though what you can use rather 
depends on the vehicle you take out. 
Sabot, HEAT, high-explosive plastic, 
anti-personnel, TOW missile and 
armour-piercing .50cal bullets must be 
selected and loaded prior to every 
mission. 

The graphics aren’t all that sharp, 
but they are quite varied. If you can 
cope with the immediate foreground 
washing up like the sea on Brighton 
beach then you can manage the float¬ 
ing tanks and enjoy the slightly more 
lavish scenery. 

There are a lot of controls to play 
with, so the keyboard overlay pro¬ 
vided is vital. The game comes with 24 
missions which vary in complexity, 
fortunately the information provided 
on the move is quite comprehensive 
with the map giving positions of 
known and suspected enemy activity. 




No version of Abrams is 
planned by Electronic 
Arts, but Accolade says 
that a version of Steel 
Thunder is definitely on 
the cards. However, work has yet to 
begin and it could be released as late as 
next year. 


O As before, there are no 
plans for a version of 
Abrams, but Steel 
Thunder will be appear¬ 
ing some time in the 
future. Neither a release date or price 
are fixed as yet. 


◄ ■■■he Sagger is the most effective 

I Soviet anti-tank weapon and 
they are a real pain. Damn hard to find and hit 
and they can do a lot of damage. At this range 
you have two options but you must think fast. 
Machine gun him or run him over, the latter 
option leaves less to chance. 


The difference between 
J IT these two games is 

l^pr very marked. If you 
want to get involved, 
P really playing the part 

of a tank commander, suffering the 
ear-ache, the claustrophobia and the 
stress then Steel Thunder is by far the 
more accurate simulation. The 
graphics are better in some respects 
and poorer in others — mostly they just 
take some getting used to. Eventually 
you will stop asking the gunner to 
identify hills and trees. But this is a 
busy game with lots to think about, 
demanding a great deal of concentra¬ 
tion, quick thinking and a steady nerve. 
The better simulation of the two. 
Abrams Battle Tank though, is ideal 
for those who just want a quick shoot¬ 
out. It isn’t going to keep you busy for 
hours on end, but it will satisfy the 
user who just wants to pick it up and 
play for a short while. In fact in that 
role it is highly recommended. Tank 
simulators appear to be the ’next big 
thing’ in computer gaming — and for¬ 
tunately there’s enough variety on 
offer in these two to satisfy both the 
nit-picking specialist and the trigger- 
happy arcade ace. The choice is yours... 


ABRAMS 

TANK 


BATTLE 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£ 24.99 
Out Now 
71 % 
72 % 

81 % 

78 % 


OVERALL 75% 
STEEL THUNDER 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£ 24.95 
Our Now 
68 % 
72 % 
76 % 
82 % 


OVERALL 75% 
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RCHIPELA60S 


Atari ST screen shots 


Imagine a game without violence, 
yet as chilling as abandoned 
places where people have died and 

never returned. 
Imagine a 3D world, yet the only 
forces are those that come from 

the ground. 

Imagine the danger of a tormented 
soul, carried aloft by nothing 
greater than the wind. 


HP^ 


Archipelagos is a completely new 
sort of game. It offers 9,999 living 
landscapes, in 3D, with continuous 
smooth movement and scanning, 
is so extraordinary it defies 
classification. It is the experience 
of the metaphysical. 

Archipelagos is conceived and 
coded by Astral Software. 



mSKm 



ATARI ST 

AMIGA 

PC 


£24.99 

£24.99 

£29.99 


PC version includes FREE audio cassette 


; 


logotroN 

R E cjh E A T I O N Logotron Ltd, Dales BrIwery, Gwydir£treet, Cambridge, CB1 
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. ••■oucan play at this game 
I (Ouch!). This colourful 
owes its sparkle to digitised VGA 


T he accent this month is most definitely on graphics, and 
surprisingly it’s PC pictures taking the centre stage for a 
change. The VGA demos pictured here span four 5.25" disks 
and take up positively humonguous amounts of memory. 

This range comes as a demo with most VGA displays and 
cards, you should get it when you buy your VGA system (that 
much!). Still, we thought you’d like to see what a really wicked 
display adaptor was like. The pictures are a mixture of digitised, 
digitised and tweaked and hand-drawn images, and cover just 
about everything but the kitchen sink. 

On a lighter note, the Amiga Public Domain Library has a 
cracking selection of all the latest demos, and as an example of 
this they sent us a lot of old games... huh? No seriously, the two 
demo disks we received contained a compilation of all the old 
classic arcade games... 

Amoebas is a rip-roaring Invaders clone, and as blasts 
from the past go really breathes life into the old dog. 
Asteroids is a very close clone of the original Atari coin-op, 
you know, the old vector graphics blaster. Missile is a clone of 
the similarly vintage Atari Missile Command, and a playable 
version at that. As a nostalgia trip it’s hard to beat, and terrific 
value for money. 

By far the best thing to happen to the Amiga in a long time is 
the Tree Frog demo. Yes friends, you too can have your own 
African Tree Frog Simulator in the comfort of your own home, 
just turn it on and let it sit there in the corner of your room, 
and all your friends will think you’ve got a whacky new bug¬ 
eyed pet. It comes free with it’s own endless supply of flies, so 
no messy feeding and it’s completely electronic, so there’s no 
mucking out either... Coo! 

Kingsway Computer Services specialise in Amiga and PC 
public domain programs, and as well as boring but very useful 
stuff like word processors, spellcheckers, spreadsheets and 
databases... zzzzzzzzz... snork! Sorry, nodded off there. It also 
does a range of winning graphics and art demos, plus some 
absolutely wicked games. Like the Ford Car Simulator, for 
example. This was originally programmed by Ford in the US to 
allow their salesmen to show customers through the range, but 
it was actually a really nippy strategy game too. 

The usual spread of PD text adventures is there too, and 
these are a little bit more sophisticated on the PC than they are 
on other computers. One really interesting PC program in this 
series is the GAGS, the Generic Adventure Game 
System, with which you can create your own machine code 
adventure games with no programming skills whatsoever. 

Kingsway also does a five disk set called The Bible. It 
appears that some poor sap has typed in the entire King James 
Bible, Old and New Testaments in PC readable format for you 
to load into your word processor! WHAT?!? What’s next, the 
Koran? On second thoughts, perhaps not... 

If you Atari owners are feeling a little left out this month, it’s 
because none of the PD libraries bothered to send us any. 
Anyone wishing to rectify this situation can rest assured that 
their wares will be received with open disk drives - surely 
there must be some ST stuff up for grabs... 




of the best games on Amiga 
PD at the moment Is THclops a 
Fast interplanetary strategy game... and if you 
iaven*t got it go out and buy it NOW! 
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"ACT! Ekrrrrrrr.** this VGA xmmt Is m realistic I m have to put .on a flj 
In your scarf* ' , 


*lmet and stick 




\ Jt t first it just sits there and Winks, 

\ #%Then It opens its eyes Wide and 
waits for the fly to pass. Then SLURGULP! It's 
gone* Amazing* We could watch it for hours* 
Oh dear, we have* 


Fish disks range, was nabbed from the incredible Ami 
Exchange Disk Magazine, which you can get for £9.00 from 
Amiga Centre Scotland, 4 Hart Street Lane, Edinburgh 
EH I 3RN. Tel: 031-557-4242. 

Off the wall chaps Kingsway hang out at 140 Rushdale 
Road, Sheffield S8 9QE. Tel: (0742) 588429. Wait a 
minute. Well stap our vitals, if it isn’t the same address as 
APDL. 


WHERE TO GO 


The games and stuff from APDL are available on Disks 9 and 14 
from Amiga Public Domain Library, 140 Rushdale Road, 
Sheffield S8 9QE. Tel: (0742) 588429. 

Our Tree Frog Demo, although originally from the infamous 
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his month, pixel-pushing Phil South looks into 
sprites - what they are and how to make them 
move across your screen. 


I n any conversation about computer 
graphics you will constantly hear re¬ 
ference to ‘sprites*. These are objects 
on screen which can pass over back¬ 
grounds and leave no trace (a little like 
Grasshopper in Kung Fu, really!). 

Sprites are the little alien blob you 
shoot at, the bullet you shoot, and your 
alter ego who fires it. All of them have to 
be drawn by somebody, and most of them 
are animated to give an appropriate 
sense of movement. 

Animation is a funny thing, being a 
combination of many different skills. 
These are the sorts of things we’ll be 
looking at in depth in later installments, 
but for now let’s check out the basics of 
movement. 


The techniques of animation were de¬ 
veloped in 1877 by the early photo¬ 
grapher Eadweard Muybridge. The whole 
thing was really a ghastly mistake, as 
Muybridge has a row with a mate of his 
that a horse’s feet all left the ground at 
Once when it galloped. A dashed hard 
thing to prove, at the time. So Muybridge 
set up a bunch of cameras in a long line 
and gallped the horse past them setting 
off the shutters by tripwires. He won the 
bet and invented animation and cinema¬ 
tography at the same time. Which is only 
what he did BEFORE breakfast. 


The trick with sprite drawing is you 
have to know how to draw things smaller 
than you would for a screen sized picture. 
This sounds obvious, but in fact the 
technique of, say, drawing a man’s face 
using only a few pixels requires a certain 
kind of skill. You have to know what 
certain pixel groups look like at small 


scale. The effect of small amounts of 
pixels in the right order are sometimes 
surprising, and you should practise in 
magnify mode to sharpen your skills. One 
trick I use is to pixelise an object (using a 
function in a paint package) and then 
shrink it until each square is the size of a 
pixel. 


T he sprites from Forgotten Worlds 
were sketched from the coin-on 


■ were sketched from the coin-op 
screen, frame by frame. The original Japanese 
coin-op artist had to animate these beasties 
from scratch using techniques more akin to 
those used by Walt Disney animators than of a 
graphic artist. One of these techniques is 
‘tweening*, where you draw the start position 
of a movement and the final position. Then you 
draw the halfway pojlnt, and then the points in 
between the halfway points and the ends hence 
the name tweening). You can make the anima¬ 
tion as complex as you like by adding more 
moves between each frame of the animation. 





































!!! ! (TURTLE PRICES ARE THE ONES TO JUDGE THE 

COMPETITION BY!!!!! 

!!!!!WE ARE SURE YOU WONT FIND LOWER PRICES AND 
FREE DELIVERY!!!!! 

!!!!!FIRST CLASS SERVICE AT FIRST CLASS PRICES!!!!! 


AMIGA/ATARI GAMES SOFTWARE 


ST AMIGA 


Advanced Rugby Simulator.15.95 ----- 

Adventure Construction Set.10.49 

Afterburner.15.95 19.95 

Airborne Ranger.13.95 

Airball.----- 13.95 

Albedo.13.95 13.95 

Alien Syndrome.15.95 16.95 

Alpine Games. 6.99 

American Ice Hockey.13.95 16.95 

Archipelagos.16.95 16.95 

Archon Collection.13.95 

Artura.----- 15.95 

Asteroid Deluxe.10.49 ----- 

B.A.T.16.95 16.95 

Baal.15.95 

Battlehawks 1942.19.95 19.95 

Balance of Power 1990.16.95 20.95 

Ballistix.13.95 13.95 

Barbarian 2.24.95 

BardsTale 2.16.95 16.95 

Batman.13.95 ----- 

Bismark.16.95 ----- 


Battle Chess. 

. 

16.95 

Beyond Zork. 


16.95 

Blasteroids. 

...16.95 

16.95 

Blazing Barrels. 


13.95 

Blood Money.. 


19.94 

Bomb Disposal.1 

PHONE 


Bombuzal. 

...13.95 

13.95 

Borrodino. 

.20.95 

----- 

Bridge Player 2000. 

...14.95 

16.95 

Bubble Bobble. 

.13.95 

----- 

California Games. 

. 

13.95 

Chessmaster2000. 

...16.95 

16.95 

Chuckie Egg. 

...13.95 

13.95 

ChuckieEgg 2. 

...13.95 

13.95 

Computer Hits Volume 2. 


13.95 

Cosmic Pirate. 

.13.95 

----- 

Crazy Cars 2. 

...13.95 

16.95 

Custodian. 

...15.95 

15.95 

Cybernoid. 

.13.95 

----- 

Cybernoid 2. 

...13.95 

16.95 

Daley Thompsons O.C. 

...13.95 

16.95 

Double Dragon. 

.13.95 


Driller. 

...16.95 

16.95 

Dragon Ninja. 

.15.95 


DNA Warrior. 

. 

13.95 

Dragon's Lair (Imb). 


36.95 

Dungeon Master (Imb Amiga) 

...16.95 

16.95 

Elite. 

...16.95 

16.95 

Earl Weavers Baseball. 

. 

16.95 

Elf. 

...13.95 

13.95 

Empire. 

...16.95 

16.95 

Espionage. 

...13.95 

13.95 

Excalibur. 

. ----- 

10.49 

F16 Falcon. 

...16.95 

20.95 

F16Combat Pilot. 

.16.95 


Face Off. 


10.49 


F.O.F.T.24.95 

Ferrari Formula One. 

Final Command. 

Fire Zone.16.95 

Fish. 

FlightSimulator 2. 

Football Manager 2. 

Football Manager 2 Exp K 

Forgotten Worlds. 

Fortress Underground. 

Fright Night. 

Fusion. 

Galdregon's Domain. 

Game Over 2.. 

Garfield (Winter'sTail). 

Guild of Thieves. 

GFLAmericam Football.. 

Gold Hits. 

Goldrunner2. 

Gunship.16.95 ----- 

Human Killing Machine.13.95 13.95 

Honda RVF750.PHONE 

Hellfire Attack.13.95 ----- 

Helter Skelter. 

Hit Discs Volume 2. 

Heroes of the Lance. 

Hollywood Poker Pro.PHONE 

Hostages.16.95 

Highway Hawks. 

Hyperdrome. 

Incredible Shrinking Sphere.13.95 

International Karate + .... 

Iron Lord. 

Jet. 

Joan of Arc. 

Jug. 

Journey. 

Kennedy Approach. 

Kenny Dalgleish Soccer.. 

KickOff. 

Kristal. 

Leaderboard Collection B 

Legend of the Sword. 

Little Computer People... 

Live and Let Die. 

Lombard RAC Rally. 

Lords of the Rising Sun... 

Mega Pack. 

Manhunter New York. 


....10.49 

10.49 

....16.95 

16.95 

PHONE 

19.95 

....16.95 

16.95 

. 

13.95 

. 

13.95 

.13.95 


....16.95 

16.95 

....16.95 

20.95 

....27.95 

27.95 

....15.95 

19.95 

....13.95 

13.95 

. 

20.95 

....13.95 

16.95 

....13.95 

13.95 

....13.95 

13.95 

. 

20.95 

i... 16.95 

16.95 

....16.95 

16.95 

. 8.98 


.PHONE 

.16.95 

16.95 

. 

20.95 

.16.95 

16.95 

. 

20.95 

.16.95 

16.95 

.13.95 


.16.95 

16.95 

.13.95 

16.95 

.13.95 

13.95 

.13.95 

13.95 

.16.95 

20.95 

.19.95 

19.95 

.16.95 

16.95 


.16.95 

16.95 

Precious Metal. 

..16.95 

16.95 

....24.95 

_____ 

Prison. 

..13.95 

13.95 

_ 

16.95 

Puffy's Saga. 

..16.95 

16.95 

.16.95 

16.95 

Purple Saturn Day. 

..16.95 

16.95 

.16.95 

16.95 

Question of Sport. 


13.95 

.16.95 

16.95 

R-Type. 

..15.95 

19.95 

.27.95 

27.95 

Raffles. 


16.95 

.13.95 

13.95 

Raiders. 


13.95 

.10.49 

10.49 

Reach forthe Stars. 


16.95 

.16.95 

16.95 

Realm oftheTrolls. 

..13.95 

16.95 

.10.49 

10.49 

Ringside. 


16.95 

_ 

16.95 

Roadblaster. 


13.95 

.16.95 

16.95 

Robocop. 

.13.95 

1 

.15.95 

15.95 

Run the Gauntlet. 

..16.95 

16.95 

.13.95 

13.95 

Scenery Disc 7. 

..13.95 

16.95 

....13.95 


Scenery Disc 9 (American W. 


....16.95 


Coast). 

..13.95 

16.95 

_ 

16.95 

Scenery Disc 11. 

..13.95 

16.95 

_ 

16.95 

Scenery Disc Japan. 

..13.95 

16.95 


13.95 

Scenery Disc Western Europe.. 

..13.95 

16.95 

....16.95 


Scrabble Deluxe. 

..13.95 

13.95 


Shadowgate.16.95 ----- 

Silent Service.16.95 ----- 


16.95 

16.95 

16.95 

16.95 

16.95 

13.95 


13.95 

13.95 


Skate or Die.16.95 

Shoot em up Con. Kit.----- 

Skateball.----- 

Speed Ball.16.95 

Starglider2.16.95 

S. DavisSnooker.13.95 

Stormtrooper.13.95 ----- 

Silkworm.13.95 13.95 

Savage.----- 16.95 

Strike.20.95 ----- 

Strip Poker 2+.10.49 10.49 

Strip Poker 2+Data Disc 1 . 6.99 6.99 

Super Hang-On.16.95 

Superman.13.95 

Teenage Queen.13.95 

The Last Trooper. 6.99 ----- 

The Real Ghostbusters..13.95 ----- 

TimeScanner.16.95 ----- 

Typhoon Thompson.15.95 

3D Pool Challenge.13.£ 

Ultimate Golf.15.95 

Verminator.16.S 

Vindicators.16.95 

Warships.16.95 

Willow.16.95 

War in Middle Earth.13.95 

Weird Dreams.16.95 

Wrangler.10.49 

Zak McKracken.16.95 

ZakMcKracken Hint Book. 1.95 

Zany Golf.16.95 

ZorkZero. 

Test Drive 2. 

DarkSide.17.95 

Bio Challenge.17.95 


,15.95 

15.95 

.... 13.95 

----- 

.15.95 

15.95 

...16.95 

----- 

.16.95 

16.95 

....16.95 

----- 

.16.95 

19.95 

.13.95 

13.95 

.16.95 

16.95 

.10.49 

10.49 

.16.95 

16.95 

. 1.95 

1.95 

.16.95 

16.95 


16.95 


16.95 

.17.95 

17.95 

.17.95 

17.95 


Phone: Call 0476 591040 24 Hour Service with your Access/Visa Details. 


All prices include VAT at 15% and now free overnight delivery anywhere on the UK mainland. How to order- Post: Send cheques, PO or 

Visa/Access details to the address below. 


TURTLESOFT Dept THO, Unit 3, The Old Malthouse, Springfield Road, Grantham, Lines NG31 7SE. 

Subject to availability, all items are despatched within 24 hours. E&OE. 

Cheque orders require 7 days clerance. Just because you don't see it - doesn't mean we haven't got it - please ring for details 


Please make cheques payable to Turtlesoft 
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A rmed with only a 
sackful of shiny sil¬ 
ver coins, Brian Nesbitt 
straps himself in and 
prepares for the ride of 
his (sheltered) life... 



APACHE 3 

a " y wou,d ss »y the last chance to make it onto 'VV' The end-of-level shoot-outs 

■ ithe Sega-style 3D graphics bandwagon has ■ are so large the screen has 

already been missed, but that hasn’t put Tatsumi to scro11 horizon tally to accommodate 
off attempting to generate some high-speed aerial fh* * here) take$ 

action of its own. ‘ h ® form of the enem y s “mmunica- 

tions outpost. 

Apache 3 is an unmistakable Thunderblade clone - 
featuring a helicopter gunship fighting through 
treacherous enemy territory with a massive fire- 
fight at the end of each level. The only difference 
between this and Sega’s cult hit is the lack of the 
vertically-scrolling sections and, surprisingly, the 
more enjoyable gameplay. 

For what it’s worth, the plot concerns the 
kidnapping of a group of world leaders by the 
terrorist group ‘Backlash’. The attract sequence 
tells you to sneak into the enemy base and rescue 
them, but how a Hughes’ AH-64A Apache can 
‘sneak’ anywhere is beyond me. No fancy hyd¬ 
raulics are needed to control the Apache, just a 
plain helicopter joystick, two triggers and a speed 
control. This simplicity is matched by a perfect 
speed balance - it’s slower than Thunderblade or 
Afterburner, making things easier to control (and 
you get longer to appreciate the scenery as you 
pass). 

'yW' Uur* any ° f the previous 30 affairs * 3 allows you to boost your weaponry. Red 

shJdownTh^rT T* TJ? muniti0ns ' releasin 2 a packing crate on a parachute when they’re 
double la^r! Weap °" ,S yours ’ Up 8 rades includ « * super-cannon and single Ld 
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LEGEND OF 
HERO 

TONMA 




I f any firm is responsible for starting the ‘cute’ 
coin-op revolution, it’s Taito. Bubble Bobble was 
the first of the sickly-sweets, followed by Rainbow 
Islands and, more recently, The New Zealand Story. 
Now we have a new stubby-limbed wide-eyed 
infant hero to make you want to bring your dinner 
up - Tonma. 

For reasons best known to himself, Tonma finds 
himself battling against the forces of evil (some of 
which are cuter than Tonma himself) across a 
horizontally-scrolling levels ’n* ladders landscape. 

Nattily dressed in a superhero costume comple¬ 
te with cape and bright-red booties, Tonma is 
armed with a bubble-laser that, apart from wast¬ 
ing the evil-doers that accost him, can also be used 
to break open clay pots, sending golden coins 
flying everywhere - Super Mario Bros style. 

A minimum of grey matter is needed to succeed 
- it doesn’t take much to realise you can’t get 
through a locked door without a key. And more 
often than not there’s one located somewhere 
around the screen. Dexterity is what’s needed to 
survive, as well as some basic knowledge of the 
enemy’s habits and characteristics, so it should 
appeal to anyone yearning for the good old days of 
Mario and Luigi - if they can stand the syrupy look 
and feel. 


Qoor old Tonma is about 
jdk I to be duffed-up by a cou¬ 
ple of grim reapers. Aah, leave him 
alone, he's only small! 
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HELL FIRE 
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n example of Hellfire’s 


^\laser direction selection. 
Here the ship is on maximum fire¬ 
power, firing away at all four diago¬ 
nals. 


T a *to — more often than not known for its 
original concepts and game designs - has 
teamed up with Toaplan for this, the latest in a 
long line of Salamander/R-Type clones. The gameplay 
veers more towards the former, thanks to the 
two-player mode and weapon collection system. 

When a new weapon is collected, it’s repre¬ 
sented by a change in the ship’s rear end. The 
more powerful the weapon, the chunkier your 
backside becomes. A novel touch is provided by an 
extra button that allows you to select the direc¬ 
tion your laser fires by cycling through the options 
available. Forward is the default, but the laser can 
also fire directly behind and at any diagnoal you 
wish (handy for picking off aliens that can’t be 
reached any any other means). 

Apart from the direction selection, Hellfire offers 
nothing new or innovative, but it plays well, the 
action is suitably frenetic and comes recom¬ 
mended to space veterans on the lookout for a 
new challenge. 


FIGHTING 



C lash of the Titans meets Ben Hur in Data East’s 
latest. It’s a beat 'em up, plain and simple, but 
not the platform-based Dragon Ninja variety for 
which the company is best known. The action is set 
in a colosseum-like arena called the Hippodrome, 
with you competing in a knock-out tournament 
against all manner of mythological creatures. 

The fighting action is limited and little skill is 
involved - since the combat is based on an energy 
system, those who can hammer away on the fire 
button at the fastest rate while doging the oppo¬ 
nent’s sword thrusts periodically are most likely to 
succeed. 

The only strategy involved comes in collecting 
the odd extra weapon and learning the habits of 
your opponents - for example, the Medusa charac¬ 
ter whips you with her reptilian tail while the 
Gargoyle lands on you, digging his claws into your 
shoulders. 

There are some blood-thirsty 
moments - stay still too long while 
fighting Medusa and she’ll wrap her 
tail around your stomach and 
squeeze you so hard you cough up a 
gallon of blood. But apart from that, 
the violence is unrealistic and claret- 
free. 
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PREMIER MAIL ORDER 


TITLE 

3D Pool 
4 Soccer Sim 
Adv Rugby Sim 
Adv Ski Sim 
Afterburner 
Airball 

Airborne Ranger 

Alien Legion 

Alien Syndrome 

Archepelagos 

Arkanoid Rev of Doh 

Armalyte 

Baal 

Balance of Power 1 990 
Ballistix 

Barbarian 2 Pal 
Barbarian (Palace) 
Bard’s Tale 1 
Bards Tale 2 
Batman Gaped Crsdr 
Battle Chess 
Battlehawks 1 942 
Bionic Commando 
Black Tiger 
Blasteroids 
Blazing Barrels 
Blood Money 
Borrodino 
Bombjack 
Bombuzal 
Bratacus 
California Games 
Capone 
Captain Blood 
Carrier Command 
Chaos Strikes Back 
Chicago 30s 
Chuckle Egg 1 or 2 
Chronoquest 
Colossus Chess X 
Cosmic Pirate 
Crazy Cars 2 
Cybernoid 2 
Dakar 89 

Daley Thompson 88 

Damocles 

Darius 9 

Dark Castle 

Dark Side 

Denaris 

DNA Warrior 


ATARI AMIGA 


Degas Elite 
Deia Vu 
Deluxe Music Con Set 
Deluxe Paint 2 
Deluxe Photolab 
Deluxe Print 2 
Deluxe Production 
Deluxe Video 
Dominator 
Double Dragon 
Dragon Ninja 
Dragonslair 1 Meg 
Driller 

Dungeon Master - 

Eliminator 

Elite 

Emanuelle 

Empire 

Empire Strikes Back 

Espionage 

Exolon 

4x4 Off Road Racinq 
F 1 6 Combat Pilot 
Falcon Mission Disk 1 
Falcon FI 6 
Fantavision 
Fast Basic Disc 
Fast Basic Rom 
Fed Free Trade 
Ferrari Formula 1 
Fish 

Flight Sim 2 
Fit Disc 7 or 1 1 
Fit Disc European 
Fit Disc Japan 
Flying Shark 
Football Director 2 
Football Manager 2 
Foot Man 2 Exp Kit 
Freedom 
Frightnight 
Frontier 

Fun School 2 (under 6 
Fun School 2 (6 to 8) 
Fun School 2 (over 8) 
Fusion 

Galdregons Domain 

Game Over 2 

Garfield 

Garfield Winter 

Ghosts N Goblins 

Gilbert Escape Drill 

Grand Prix Sim 2 

Gunship 

Hacker 1 or 2 

Hardball 

Hawkeye 

Helter Skelter 

Heroes of Lance 

Highway Hawks 

HK Machine 

Hollywood Poker Pro 

Hostages 

Hot Football 

Hunt for Red October 

Hybris 

Inc Shrink Sphere 
Ingrids Back 
Ikari Warriors 
Interceptor 
Int Karate -+- 
Iron Lord 

Jack Nicklaus Golf 
Jet 

Jewels of Darkness 

Jinxter 

Joan of Arc 

Joe Blade 2 

Jug 

Kennedy Approach 

Kick Off 

Kind Words 2 

King of Chicago 

Kings Quest 4 

Kristal 

Kult 

Lancelot 
Laser Squad 
Last Duel 
L’Board Birdie 


11.99 11.99 
11.99 11.99 

11.99 11.99 
1 1 .99 1 1 .99 

9.99 16.99 
1 1 .99 1 1 .99 

14.99 — 

16.99 16.99 
1 1 .99 1 1 .99 

15.99 15.99 

11.99 14.99 

- 11 .99 

11.99 13.99 

14.99 14.99 
1 1 .99 1 1 .99 

11.99 11.99 
1 1 .99 1 1 .99 

8.99 8.99 

- 17.99 

11.99 14.99 

17.99 17.99 

16.99 16.99 

13.99 16.99 

13.99 - 

11.99 14.99 

11.99 14.99 

16.99 16.99 

21.99 - 

11.99 14.99 

11.99 14.99 

1§:§! 16.99 

17.99 19.99 

14.99 14.99 
14.99 14.99 

14.99 - 

13.99 - 

1 1 .99 1 1 .99 

17.99 17.99 

16.99 16.99 

11.99 14.99 
11.99 14.99 
1 1 .99 1 1 .99 
11.99 14.99 
11.99 14.99 
11.99 11.99 

11.99 14.99 

14.99 14.99 

15.99 15.99 

- 16.99 
1 1 .99 1 1 .99 

17.99 - 

1 1 .99 1 1 .99 

- 49.99 

- 49.99 

- 49.99 

- 49.99 

- 89.99 

- 49.99 

13.99 13.99 
1 1 .99 1 1 .99 

11.99 14.99 

- 29.99 

14.99 14.99 

14.99 14.99 

13.99 13.99 

14.99 14.99 
1 1 .99 1 1 .99 

17.99 19.99 
1 1 .99 1 1 .99 
1 1 .99 1 1 .99 

16.99 16.99 

13.99 16.99 

16.99 16.99 

13.99 13.99 

14.99 19.99 

- 29.99 

31.99 — 

62.99 - 

19.99 19.99 

17.99 19.99 

14.99 14.99 

26.99 26.99 

13.99 13.99 
13.99 13.99 

13.99 13.99 

14.99 — 

1 1 .99 1 1 .99 

11.99 11.99 

8.99 8.99 

11.99 11.99 
1 1 .99 1 1 .99 

14.99 14.99 

15.99 15.99 
15.99 15.99 

15.99 15.99 

17.99 17.99 
1 1 .99 1 1 .99 

13.99 15.99 

11.99 14.99 
11.99 11.99 
11.99 14.99 

11.99 11.99 
1 1 .99 1 1 .99 

14.99 14.99 

7.99 - 

1499 14.99 

9.99 9.99 

16.99 16.99 
1 1 .99 1 1 .99 

9.99 9.99 

16.99 

14.99 
14.99 
14.99 
14.99 

13.99 16.99 

11.99 11.99 
9.99 14.99 

- 15.99 

13.99 16.99 

19.99 19.99 

15.99 15.99 

26.99 26.99 

13.99 13.99 

14.99 14.99 

13.99 16.99 

9.99 9.99 

11.99 11.99 

14.99 14.99 

11.99 11.99 

- 34.99 

14.99 - 
21 .99 21 .99 

17.99 17.99 

14.99 — 

1 1 .99 1 1 .99 

16.99 16.99 

14.99 17.99 

13.99 16.99 


14.99 

14.99 


TITLE 

LED Storm 
Legend of Sword 
Legend of Bjel 
Leisure Suit Larry 2 
Living Daylights 
Lombard RAC Rally 
Lords of the Rising Sun 
Manhatton Dealer 
Maria Whittaker 
Masters of Universe 
Mayday Squad 
Menace 

Microprose Soccer 

Millenium 2.2 

Mindshadow 

Mini Office Comms 

Motor Massacre 

Navcom 6 

Navy Moves 

Nebulus 

Netherworld 

Nigel Mansell 

Nighthunter 

Nightraider 

Northstar 

Operation Hormuz 
Operation Neptune 
Operation Wolf 
Outrun 

Outrun Europa 
Pacland 
Pacmania 
Paperboy 


ATARI AMIGA 

13.99 13.99 

14.99 14.99 

16.99 16.99 

19.99 19.99 

1 1 .99 — 

14.99 14.99 

- 17.99 

11.99 14.99 

9.99 9.99 

9.99 - 
11.99 11.99 

11.99 12.99 

14.99 14.99 

16.99 16.99 

7.99 

16 99 — 

13.99 13.99 

16.99 16.99 

13.99 16.99 
13.99 17.99 

13.99 17.99 

11.99 11.99 

13.99 - 

13.99 13.99 

9.99 - 

1 1 .99 1 1 .99 

14.99 14.99 

11.99 14.99 

13.99 13.99 

9.99 9.99 

1 1 .99 1 1 .99 
1 1 .99 1 1 .99 


__ * -J -| gg -j ^ gg 

Peter Beardsley Soccer 1 1 .99 1 1 .99 


Phantom Fighter 
Phobia 

Pioneer Plague 

Pirates 

Platoon 

Police Quest 1 or 2 
Pool of Radiance 
Populous 
POW 


Powerdrome 

Precious Metal 

Premier Collection 

Prison 

Puffys Saga 

Purple Saturn Day 

Raffles 

Raider 

Rambo 3 

Ramrod 

Real Ghostbusters 
Renegade 1 or 3 
Red Heat 
Realm of Trolls 
Renegade III 
Return of Jedi 
Return to Genesis 
Rick Dangerous 
Ringside 
Road Blasters 
Robocop 
Rocket Ranger 
Roger Rabbit 
Roiling Thunder 
R Type 

Run the Gauntlet 
RVF 

Sargon III Chess 

Savage 

Scorpion 

Scrabble Deluxe 

S Davis World Snooker 

Sentinel 

SF Harrier 

Shadowgate 

Sleeping Gods Lie 

Stag 

Storm Trooper 

STOS Compiler 

STOS Maestro 

STOS Maestro Plus 

STOS Sprites 600 

Shoot ’Em Up Con Kit 

Silent Service 

Silkworm 

Skateball 

Skate or Die 

Skychase 

Space Harrier 2 

Space Racer 

Speedball 

Star Glider 2 

Street Fighter 

S.T.O.S. 

Strip Poker 2 
Strike Foce Harrier 
Data Discs: 

Bev & Dawn 
Super Hangon 
Superman 
Sword of Sodan 
Talespin 
Tangled Tales 
ik ' 


13.99 
15.99 15.99 

- 14.99 

15.99 - 

11.99 14.99 

16.99 16.99 
16.99 16.99 

16.99 16.99 

19.99 19.99 

17.99 17.99 

15.99 15.99 

18.99 18.99 
1 1 .99 1 1 .99 

12.99 17.99 

14.99 14.99 

11.99 14.99 

- 1 1 .99 

11.: 14.99 

16.9 16.99 

16.99 16.99 

12.99 15.99 

12.99 15.99 

13.99 16.99 

11.99 14.99 
11.99 11.99 

11.99 11.99 

15.99 - 

14.99 14.99 

13.99 13.99 

12.99 15.99 

19.99 19.99 

16.99 16.99 

13.99 16.99 

13.99 16.99 

11.99 14.99 

13.99 13.99 

14.99 14.99 

14.99 14.99 

- 14.99 

13.99 13.99 

11.99 11.99 
1 1 .99 1 1 .99 

14.99 9.99 

11.99 14.99 

14.99 14.99 

26.99 - 

14.99 14.99 

11.99 14.99 

13.99 - 

16.99 - 

46.99 — 

1 1 .99 - 

14.99 14.99 

14.99 14.99 

12.99 12.99 

17.99 17.99 

17.99 17.99 
9.99 14.99 

13.99 16.99 

11.99 11.99 

14.99 14.99 

14.99 14.99 

13.99 16.99 

19.99 


Tank Attack 
Teenage Queen 
Testdrive 
Testdrive 2 The Duel 
Thunderbirds 
Thunderblade 
Tiger Road 
Time & Magik 
Titan 
T racers 

Tracksuit Manager 
T riad 

TV Sports Football 
Typhoon Thompson 
Ultimate Golf 
Univ Military Sim 
Untouchables 
UMS Scenario 1 
UMS Scenarip 2 
Verminator 
Victory Road 
Vigilante 
Virus Killer 
Vindicators (Domark) 
Virus 


Voyage. 

Wanderer 

War in Middle Earth 

Waterloo 

WEC Le Mans 

Weird Dreams 

Zac McKracken 

Zany Golf 


9.99 9.99 

14.99 9.99 

7.99 7.99 

9.99 16.99 

14.99 14.99 

- 16.99 

17.99 17.99 

14.99 14.99 

14.99 - 

1 1 .99 1 1 .99 

17.99 19.99 

- 21.99 

16.99 16.99 

13.99 16.99 

13.99 17.99 
1 1 .99 1 1 .99 

14.99 14.99 

- 16.99 

11.99 11.99 

17.99 19.99 

14.99 17.99 

11.99 11.99 

13.99 13.99 

14.99 14.99 

8.99 8.99 

8.99 8.99 

14.99 14.99 

11.99 14.99 

10.99 10.99 

- 8.99 
1 1 .99 1 1 .99 

11.99 11.99 

12.99 15.99 

11.99 11.99 

14.99 14.99 

14.99 14.99 

11.99 14.99 

14.99 14.99 

16.99 16.99 

13.99 16.99 


Please send cheque PO Access Visa number and expiry date to: 

TRYBRIDGE LTD 

Dept TH07, 8 Buckwins Square, Burnt Mills 
Basildon, Essex SS13 1BJ 
Tel 0268 590766 

P&P inc UK on orders over £5.00. UK orders under £5.00 add 50p per item. 
Europe add £1 per item. Elsewhere add £2.00 per item. These offers available 
by MAIL ORDER only. Telephone: 0268 590766 

New releases sent on day of release 



M ost advertisements are legal, decent, 
honest and truthful. A few are not, 
and, like you, we want them stopped. 

If you would like to know more about 
how to make complaints, please send for 
our booklet: The Do’s and Don’ts of 
Complaining’. It’s free. 

The Advertising Standards Authority. / 

_ We’re he re to put it right 

ASA Ltd.. Dept. Z, Brook House,Torrington Place, London WCIE 7HN. 

This space is donated in the interests of high standards of advertising. 


MEGASAVE FANTASTIC SAVINGS 

ST AMIGA PC ST AMIGA PC ST / 


3D POOL 

ST AMIGA PC 

11.90 11.90 13.90 

HILLSFAR 

ST AMIGA PC 

- 16.90 

ROBOCOP 

ST AMIGA PC 
11.90 14.90 11.90 

ACTION SERVICE 

11.90 11.90 11.90 

HOSTAGE 

14.90 14.90 14.90 

ROCKET RANGER 

19.90 19.90 13.90 

AFTERBURNER 

13.45 16.45 - 

HAWKEYE 

13.90 13.90 - 

R-TYPE 

13.90 16.90 - 

AIRBORNE RANGER 

14.90 14.90 14.90 

HIT DISCS 1 OR 2 

14.90 14.90 - 

RETURN OF THE JEDI 11.90 11.90 - 

ANGEL OF DEATH 

15.90 15.90 - 

H.K.M. 

10.50 10.50 - 

ROY OF THE ROVERS 13.50 - 

ARKANOIDS II 

- 11.90 - 

HYBRIS 

- 14.90 - 

RUN THE GAUNTLET 

12.90 15.90 - 

ALIEN SYNDROME 

11.90 11.90 - 

IKARI WARRIORS 

9.90 14.90 11.90 

RUNNING MAN 

14.90 14.90 - 

ALIEN LEGION 

14.90 14.90 - 

INTERCEPTOR 

- 15.90 - 

SHTEM UP CON KIT 

14.90 14.90 - 

ARCHIPELAGOS 

14.90 14.90 19.90 

INTER KARATE + 

13.95 16.95 16.90 

SKWEEK 

13.90 13.90 16.90 

BAAL 

11.90 11.90 11.90 

IRON LORD 

15.90 15.90 - 

S DAVIS SNOOKER 

11.90 11.90 - 

BARBARIAN II 

14.90 14.90 14.90 

ISS 

11.90 14.90 - 

SWORD OF SODAN 

- 19.90 - 

BATTLECHESS 

16.90 15.90 15.90 

JACK NICKLAUS GOLF 

: - - 19.90 

SILKWORM 

12.90 15.90 - 

BATMAN 

11.90 14.90 - 

JOAN OF ARC 

13,90 16.90 13.90 

SINBAD 

19.90 

BALLISTIX 

11.90 11.90 - 

JRNY CENTRE EARTH 

13.90 13.90 13.90 

SPITTING IMAGE 

12.90 12.90 - 

BATTLEHAWKS 

16.90 16.90 16.90 

KICKOFF 

11.90 11.90 14.90 

STARGLIDER II 

14.90 14.90 14.90 

BIO CHALLENGE 

15.90 15.90 - 

K DLGSH SCCR MNGR 11.90 11.90 - 

STREET FIGHTER 

13.90 16.90 - 

BIONIC COMMANDOS 

13.90 16.90 13.90 

KENNEDY APPROACH 

14.90 14.90 - 

SPACE HARRIER 

11.90 14.90 - 

BIRDIE 

13.90 16.90 16.90 

KULT 

15.90 15.90 15.90 

SPEEDBALL 

14.90 14.90 14.90 

BLACK CAULDRON 

15.90 15.90 15.90 

LED STORM 

13.90 13.90 13.90 

SUPER HANG ON 

11.90 - 

BLASTEROIDS 

11.90 14.90 - 

LEGEND OF SWORD 

14.90 14.90 14.90 

SKATEBALL 

15.90 15.90 15.90 

BLNCE OF PWR 1990 

14.90 14.90 - 

LEISURE SUIT LARRY 2 15.90 15.90 15.90 

SKATE OR DIE 

15.90 15.90 - 

BLOOD MONEY 

16.90 16.90 - 

LAST DUEL 

10.50 10.50 - 

SLEEPING GODS LIE 

14.90 14.90 - 

BL00DWYCH 

15.90 15.90 - 

LICENSE TO KILL 

12.90 12.90 12.90 

STEALTH FIGHTER 

13.90 16.90 - 

BOMBER 

11.90 11.90 - 

LIVE AND LET DIE 

11.90 14.90 - 

STUNTMAN 

11.90 11.90 11.90 

BUGGY BOY 

11.90 14.90 - 

LOMBARD RALLY 

14.90 14.90 14.90 

STAR WARS 

11.90 11.90 11 90 

CARRIER COMMAND 

14.90 14.90 - 

LORDS RISING SUN 

- 19.90 - 

STORMTROOPER 

11.90 14.90 1490 

CAPTAIN FIZZ 

9.90 9.90 - 

MANHUNTER N YORK 

- 19.90 - 

STOS (Game Creator) 

19.90 - 

CAUF0RNIA GAMES 

- 16.90 16.90 

MAYDAY SQUAD 

11.90 11.90 11.90 

TALESPIN 

19.90 19.90 - 

CHICAGO 30's 

13.90 - 

MICROPROSE SCCR 

14.90 14.90 - 

TARGHAN 

14.90 14.90 14.90 

CIRCUS ATTRACTIONS 12.90 12.90 - 

MENACE 

11.90 11.90 - 

TEENAGE QUEEN 

11.90 11.90 - 

COSMIC PIRATE 

11.90 14.90 - 

MILLENNIUM 2.2 

16.90 16.90 16.90 

TEST DRIVE 2 

16.90 - 

CRAZY CARS II 

11.90 14.90 - 

MONSTER SLAM 

12.90 16.90 12.90 

THUNDERCATS 

11.90 14.90 - 

DARK SIDE 

14.90 14.90 - 

MURDER IN VENICE 

15.90 15.90 15.90 

THUNDERBIRDS 

15.90 15.90 - 

DENARIS 

- 13.90 - 

NAVY MOVES 

13.90 16.90 16.90 

THUNDERBLADE 

13.90 16.90 - 

DEJA VU 2 

16.90 - 

NIGHT HUNTER 

13.90 16.90 - 

THE CHAMP 

11.90 - 

DUNGEON MASTER 

14.90 14.90 - 

OUTRUN 

13.90 13.90 - 

THE DEEP 

13.90 16.90 13.90 

DREAM ZONE 

14.90 14.90 14.90 

OUTRUN EUROPA 

10.50 10.50 13.90 

THE KRISTAL 

17.90 17.90 - 

D T OLYMPIC 

11.90 14.90 11.90 

OVERLANDER 

11.90 14.90 - 

THE GAMES (Winter) 

13.90 16.90 - 

DOMINATOR 

12.90 12.90 - 

OPERATION WOLF 

11.90 14.90 11.90 

THE GAMES (Summer) 

13.90 16.90 - 

DOUBLE DRAGON 

11.90 14.90 11.90 

OPERATION NEPTUNE 

14.90 14.90 14.90 

TIGER ROAD 

13.90 16.90 - 

DRAGON NINJA 

11.90 14.90 - 

PALADIN 

14.90 14.90 - 

TIME SCANNER 

13.90 16.90 - 

EMP STRIKES BACK 

11.90 11.90 - 

PERS NIGHTMARE 

14.90 14.90 14.90 

TIME STOOD STILL 

11.90 - 11.90 

ELIMINATOR 

13.90 13.90 - 

PHANTOM FIGHTER 

- 14.90 14.90 

TIMES OF LORE 

14.90 14.90 14.90 

ELITE 

14.90 14.90 14.90 

PHOBIA 

16.90 16.90 - 

TITAN 

11.90 14.90 14.90 

FALCON MISSION DISK 13.90 13.90 - 

POOL OF RADIANCE 

16.90 16.90 16.90 

TECHNO COP 

13.90 13.90 13.90 

F16 FGHTR (FALCON) 

14.90 19.90 14.90 

PACLAND 

11.90 11.90 - 

TRIV P NEW BGNNNG 

11.90 11.90 13.90 

FI 6 COMBAT PILOT 

14.90 14.90 14.90 

PACMANIA 

11.90 11.90 - 

TRCK ST MANAGER 

11.90 11.90 14.90 

FOOTBALL DIR 2 

11.90 11.90 11.90 

POPULOUS 

16.90 16.90 - 

TURBOCOP 

14.90 14.90 - 

FOOTBALL MNGER II 

11.90 11.90 13.90 

POWERDROME 

16.90 16.90 16.90 

TV SPORTS FOOTBALL 

16.90 - 

FOOT MAN 2 EXT KIT 

8.95 8.95 8.95 

PRECIOUS METAL 

14.90 14.90 - 

ULTIMA V 

19.90 19.90 - 

FORGOTTEN WORLDS 

12.90 12.90 12.90 

PREMIER COLLCTN 

19.90 19.90 - 

ULTIMATE GOLF 

13.90 13.90 13.90 

FLYING SAUCERS 

15.90 15.90 15.90 

PRISON 

11.90 11.90 - 

U.M.S. 

14.90 14.90 1490 

FLYING SHARK 

14.90 - 

PURPLE SATURN DAY 

14.90 14.90 14.90 

VOYAGER 

12.90 15.90 - 

FRIGHT NIGHT 

11.90 11.90 - 

QUESTION OF SPORT 

11.90 14.90 - 

VIGILANTE 

10.60 10.60 13.50 

FED FREE TRADING 

19.90 19.90 - 

RAFFLES 

- 15.90 - 

VINDICATORS 

11.90 11.90 - 

G LINEKER HOT SHOT 

13.90 13.90 13.90 

ROAD BLASTERS 

13.90 13.90 - 

WANDERER 3D 

11.90 11.90 - 

GAUNTLET II 

13.90 16.90 - 

RAMBO III 

11.90 14.90 11.90 

WAR SHIPS 

19.95 - 

GARFIELD 

11.90 11.90 - 

REALCHOSTBUSTERS 13.90 13.90 - 

WAR MID EARTH 

14.90 14.90 14.90 

GUERILLA WAR 

11.90 14.90 - 

RED HEAT 

12.90 12.90 - 

WICKED 

13.90 16.90 - 

GUNSHIP 

14.90 14.90 24.90 

RENEGADE 1 

13.90 16.90 - 

WILLOW 

14.90 14.90 - 

HATE 

13.90 13.90 - 

RICK DANGEROUS 

15.90 15.90 15.90 

WEC LE MANS 

11.90 14.90 11.90 

HAWK 

17.90 17.90 17.90 

RINGSIDE 

14.90 14.90 - 

ZAK MCKRAKEN 

16.90 16.90 16.90 

HEROES OF LANCE 

16.90 16.90 16.90 

RISK 

- 14.90 

1ST OVER GERMANY . 

- 19.90 


Mail order Only. Postage included Great Britain. Add £1 per item EEC. Overseas add £2 per item. 

Fast service, send cheque/PO to: Megasave, Dept TO, 49H Sutherland Street, Victoria, London SW1 V4JX. 


Please note: New products will be dispatched day of release. 


Please send for free list of new releases on Amstrad. Atari ST 
PC, Amiga, Commodore and +3 state which list. 
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FOR v FAST SALES 


OL-A-S-S-I-H-E-D 


01 - 251-6222 


CLASSIFIEDS 


WANNA AUTOBOOT from drive B? Atari ST Drive 
switch turns Drive A to B and B to A £5 Phone: 
Sheffield 693510 or Cheque to Mr F Martin, 277 
Beaverhill Road, Sheffield SI 3 9QD. 

AMIGA PD £2 a disk, or £1 disk when you supply 
disks & postage. Eg 5 Tbag disks: 80 programs, £10 
inc. Disks or £5 without. List from Count Zero, 40 
Vine Road, Great Sutton, South Wirral, Backford 
Cross, L66 2XX. Stamp appreciated. 

FANTASTIC SOFTWARE Bargains for the CBM 64, 
spectrum, Atari ST and CBM Amiga. Hundreds of 
original titles at Vi rrp or less, tape and disk. Send 
SAE for list to Mark, 19 Dunloy Gardens, Newtown 
Abbey, Co Antrim BT37 9HZ. 

COMSPEC 2MEG RAM EXPANSION for Amiga 
1000. As new, six months old - £400 ono. Ring 0709 
586393 after 6pm. 

ATARI ST HAPPY CARTRIDGE Works like old 8-Bit 
happy, but a plug-in cartridge. Send large SAE to Mr 
Stock, 15 Woodbrooke Road, Birmingham B30 1UE. 

HUMBERSIDE PUBLIC DOMAIN ANNOUNCE¬ 
MENT! Atari ST PD Software from £1.73!! and don’t 
miss your chance to win free commercial software! 
Send an S.A.E. to HPDL, 2 Old Mill Close, Market 
Weighton, York Y04 3DU for your free catalogue or 
phone (0430) 872395. 

ST ADVENTURE SOLUTIONS! 26 solutions to 
popular St Adventures on disk!! Just £2.50 inc p/p. 
J.R. Barnsley, 32 Merrivale Road, Rising Brook, 
Stafford, Staffs ST17 9EB. 


DUKES MAIL ORDER 

Computer games and accessories. 

Send for our free catalogue. 

Thousands of games and accessories for all 
makes of 16 bit computers. Fast efficient 
computer repair service available. 

Send to: 

Dukes Marketing (Mail order) 

(Dept THO), Dukes of Bridgend 
25 Market Street, Bridgend 
Mid Glamorgan, South Wales 

FREE WATCH WITH FIRST 100 REPLIES 

Discount available to members 


THE GAMES SHOPPE 


Quality games for the Amiga and ST. 

Examples, Populous £15.95, 
Emmanuelle £12.95, War in Middle 
Earth £15.95, Tiger Road £12.95 
SAE for our full price list (state machine) and 
details of our ST special offers. 

THE GAMES SHOPPE 
2 Crawford Village, Upholland, 
Lancashire, WN8 9QP 


PI BLIC DOMAIN SOFTWARE 
AND SHAREWARE 


Extensive ranges of Public Domain Software & Shareware 
available for the following Computers 

IBM PC & Compatibles 
including Amstrads 

£2.95 per 5.25" disk £4.50 per 3.5" disk 
COMMODORE 64 & 128 
at £2.95 per 5.25" disk 
Commodore AMIGA 
from £3 per disk 
Atari ST 
from £2.80 per disk 
Please send SAE or phone for a catalogue. 

Please state your make of computer _ 


KINGSWAY (OMIH I ERS 

140 Kiislulale Road. ShelTield. SS 901 
Telephone: 0742 588429 


MATRIX SOFTWARE HIRE 


The cheapest way to play them all. 

Top games titles for 
Spectrum, Commodore, Amiga 
and Amstrad, please state system 

For details send large SAE to: 

MATRIX LEISURE CLUB 
Dept THO, 271 Stanstead Road, 
Bishops Stortford, 

Herts CM23 2BT 


AMIGA PD 
ON VIDEO 

DEMOS ART & MUSIC 
THE CHEAPEST WAY TO BUY PD 

Why pay £3-£4 per disc when 
you can buy an hour long video 
with all the latest P.D. 
for only £7.50 inc p&p 
Cheques & postal orders to 
M. J. ATTOE 

19 DOVEDALE, NORWICH 
NORFOLK NR6 7QE 
Tel: 0603-423873 


v- CLASSIFIED COUPON ■ 

I All you have to do is fill in the coupon below including your 
■ name, address and telephone number and send to: 

I Classified Dept, The One, EMAP, Priory Court, 30 - 32 
I Farringdon Lane, London EC1R 3AU. 

| Maximum 30 words. Your advert will appear in the earliest 
I possible edition. 



Address:. 


Tel:. 


Have you included the fee of £6.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

CONDITIONS: 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement without assigning any reason. 
Advertisements are accepted subject to approval of copy and to 
the right of the Advertisement Manager to alter, reject or cancel 
any order without explanation. The Proprietors are not liable for 
any loss from any cause whatsoever, nor do they accept liability 
for printers’ errors. The Advertisers shall indemnify the Publishers 
in respect of any claim, cost and expenses arising out of any 
libellous or malicious matter or untrue statement in any 
advertisement published for the advertisers, or any infringement 
of copyright, patent or design therein. The placing of any order will 
be deemed to be an acceptance of these conditions. 


APOLOGY 


A typesetting error on the Turtlesoft advertisement in the June issue of 
The One caused some confusion over the prices of the games. 

We would like to apologise for the inconvenience caused both to 
Turtlesoft and our readers. 


cr 
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IF YOU HAVE ANY DIFFICULTY OBTAINING 

ACTION SCREENPLAY FILL IN THE COUPON BELOW AND SEND T 
HOT-SHOT ENTERTAINMENTS LTD, PO BOX 326, 

COLCHESTER, C04 5BL. 


NAME . . . 
ADDRESS 


MAKE OF COMPUTER YOU OWN . 

PLEASE MAKE CHEQUES/POSTAL ORDERS 
PAYABLE TO HOT-SHOT ENTERTAINMENTS LTD. 


I 





FEATURING 
HOT SUIVIIVIER 


TH 


RS 


ALL 


SCORCHE 


FOR THE ST, AMIGA, PC, C64, 
SPECTRUM, CPC 

PLUS MUCH IVIORE ! 

ONLY £ 4.99 


AVAILABLE 30 JUNE 
FROM ALL GOOD 
SOFTWARE STORES. 


| -iii,.-- ,v ~-' • 




HOTSHOT ENTERTAINMENTS LTD 




THE ONE JULY 1989 














































































































£ 1.50 


THE LATEST 
ARCADE NEWS 


TECHNOLOGY 


Please start my subscription from the kci ip 

1 enclose my cheque/postal order payable to 

Tick appropriate box: 

THE ONE 

□ One year UK £24.00 

for 

□ One year Europe & Eire £33.00 


Rest of World (Surface Mail) £42.00 

Please debit my Access/Visa Account 

□ One year Rest of World (Air Mail) £52.00 

Amount £ Expiry Date 

Return to The One Subscription Department, 

PO Box 500, Leicester LE99 0AA. 

Card Number 

Or ring our special 24hr orderline service and 

Name 

quote your credit card number. 

TEL: 0858410888 

Address 


ENQUIRIES: 0733 555161 

Signed 


•U.K. PRICE 
ONLY 
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TO BEEB OR 


C hristina Erskine examines the latest 
super computer to make it from 
the drawing board and asks if any¬ 
thing grows from little Acorns... 


I magine a computer with 26 graphics 
modes (with the ability for users to create 
their own should they want some particu¬ 
lar combination of colours). Imagine that 
this machine allows you to put 256 colours 
on-screen at once, from a palette of 4,096, the 
eight-voice stereo sound comes from two built- 
in speakers, a 32-bit processor runs at 4,000,000 
instructions per second (mips), it’s got I MB 
memory as standard and it’s expandable to 2Mb. 

We are, surely, talking about the ultimate 
games machine for the 1990s, if not the 21st 
century? 

Erm ... not quite. 

This machine certainly exists. It will be 
available (in small quantities at first) from July, 
and the manufacturer is confident that it has hit 
on an attractive price. Yet no-one should hold 
their breath waiting for conversions of the 
latest games. What’s the catch? 

If you hadn’t recognised the spec above, you 
must be guessing by now that this is an Acorn 
machine. Which other company would produce 
a computer which would outperform an Amiga 
or an ST, and yet leave many of the mainstream 
leisure software publishers shrugging their 
shoulders? 

“If you gave our 
programmer, Doug, a 
choice between 
programming for the rest 
of his life on an Amiga or 
an Archimedes - he’d 
choose the Archimedes.” 

Anita Sinclair, Magnetic Scrolls 

This is the A3000, Acorn’s ‘low-cost’ addition 
to its BBC Archimedes series which uses the 
RISC (Reduced Instruction Set Computer) pro¬ 
cessor. Here it must be said that Acorn’s 
interpretation of the term ‘low-cost’ is distinc¬ 
tly at variance with most people’s definition. 


mm 




The A3000 costs £746.35, inclusive of VAT, and 
you still have to buy a monitor on top of that to 
get the system up and running. Acorn’s own 
standard Archimedes monitor is a medium 
resolution colour model costing around £250. 
Which brings us nearly to £ 1,000. 

Just because the specification of a machine 
makes a games programmer drool, doesn’t 
mean that the computer in question is going to 
be sold to the games-playing masses. You can 
get some superb graphics from a Macintosh, but 
it’s hardly a games machine. The graphics on a 
PC are pretty naff unless you spend zillions on a 
VGA card, and yet they think it’s a game 
machine in the USA. 

Acorn may hope to sell the A3000 to home 
users, but the company’s corporate communica¬ 
tions manager Michael Page stresses that he’s 
talking about serious home users and when he 
cites examples, he conjures up people driving 
lathes with the machine, or creating their own 
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NOT TO BEEB? 


animated video sequences. Attempting to attain 
god-like status as you rule over assorted 
galaxies or piloting a terrifyingly realistic F-15 
through flak-ridden skies doesn’t even rate a 
mention. 

There is a clue to all this in the name of the 
beast. The ‘A’ may stand for Archimedes, and it 
will almost certainly be known as an Archime¬ 
des, but it is actually a BBC A3000. 

The truth is that when Acorn talks about 
reducing costs through restyling a three box 
computer into a single case and using surface- 
mounted technology to fit the components to 
the circuit board, it’s schools and cash-strapped 
education authorities that the company hopes 
can now benefit. 

“Schools tell us that the Archimedes is 
number one on their wish list”, says Michael 
Page. “They have problems with their budget, 
they wanted an inexpensive Archimedes, and 
now they can buy three for the price of two.” 

He also sees computer-generated music as an 
area where Archimedes can make significant 
inroads: “Since the current market leader (he 
means Atari) seems to be running out of 
steam.” Desktop publishing “for the masses” is 
another area where Page believes the A3000 
can find its niche. 

“We’ll always focus on education, but we 
know we have other markets too. We know we 
don’t provide the cheapest machine, but what 
we can say is that for a given sum of money, we 
will provide more than our competitors do.” 

Acorn may not particularly care that the likes 
of RoboCop, Populous, or Falcon stand little 
chance of conversion to the machine at the 
moment. Certainly the companies concerned all 
complained of a perceived lack of interest from 
Acorn in their top-selling titles. 

Indeed, Ocean’s software manager Gary Bra- 
cey was quite vociferous on the subject of 
Acorn’s effrontery in attempting to launch a 


home computer without trying to enlist his 
support. 

“We’d like to do things with Acorn, if only 
they would show some interest. I don’t see 
why we couldn’t do something if only to 
encourage the user base, although we’ve no 
plans to do anything off our own bat. Still, with a 
little bit of input from Acorn, we may well re¬ 
evaluate the situation.” 


Steve Cain, Frames 
(currently developing for Atari) 

“Look at RoboCop. It’s been at the top for 
five months on every bloody format you can 
think of - except Archimedes. But no Archime¬ 
des owner has ever rung us up to ask when their 
version is coming out. We’ve had no feedback - 
why commit resources when there’s no feed¬ 
back?” 

Bracey’s gripes were little different from 
those of I mageworks/Mirrorsoft or Electronic 
Arts (although perhaps more strongly worded). 
But for companies which have produced Archi¬ 
medes programs, and which do get support, 
Acorn could hardly be more helpful. 

Clare’s Micro Supplies, a long-term player in 
the Acorn/BBC arena, has been working on 
products to suit the A3000 for some time, all 
with full cooperation and support from Acorn. 
The company hopes to have a DTP package, 
sound sampler and flight simulator ready for sale 
at the Acorn User show, where the A3000 
makes its public debut. 


“If we all retired and had 
lots of money in the bank, 
then, sure, we’d all get 
Archimedes and write 
games for it - but we 
haven’t.” 










parent companies - in the European and US 
markets. “I can’t see it taking off in Germany or 
France, which is 60% of our business. I can’t see 
it knocking the ST or Amiga off their perches 
anywhere,” explained Jonathan Ellis at Electro¬ 
nic Arts. 

Yet David Clare, proprietor of Clare’s Micro, 
is more than happy with export sales of his 
Archimedes titles. ‘‘Australia, New Zealand, 
Holland and Belgium have always been good 
sellers and the French and German markets are 
beginning to become active now.” 

Figures being bandied around at the moment 
(which are not based on any hard and fast 
research) say that you should be able to sell 
around 10,000 of any one title throughout 
Europe and that Archimedes applications have 






And at the currently fashionable program¬ 
ming house, Teque, Shaun Hollingworth (a man 
who reputedly converts Amiga programs to the 
Archimedes before breakfast) agrees that 
Acorn’s support and help has been invaluable. 

Hollingworth is an Archimedes devotee: ‘‘It’s 
four times as fast as an ST, its number-crunching 
capabilities far exceed those of the Amiga; 
whatever those machines can do, the Archime¬ 
des can do so easily.” 

He believes that ultimately software houses 
aren’t doing themselves any favours by deciding 
that the Archimedes might just as well not exist 
for them: ‘‘If software houses are going to be 
seen to support new technology, then they 
must be adventurous with computers like the 
Archimedes.” 

‘‘When the Amiga first came out, many 
games were just straight ports over from the ST 
and you can get away with that. But with the 
Archie, you cannot rewrite bits of code, you 
must start again. Well, you can translate the 
graphics but the program itself must be written 
in ARM assembler.” 

This business of rewriting from scratch pre¬ 
sents a second problem for would-be Archie 
developers. It puts coders in much the same 
position as when the first STs appeared in 1985 
- only then, many programmers were bored 
stiff by the Spectrum and Commodore and 
itching to get into something innovative. Today, 
many programmers are still getting to grips 
with the 68000 and the Amiga’s custom chips 
and aren’t quite so willing to abandon them for 
something else again. 

However, it appears the Archimedes some¬ 
times can’t win even if a straight conversion is 
made. At Magnetic Scrolls, where Fish and 
Corruption both made brief appearances on 
the Archimedes, Anita Sinclair claims: ‘‘It’s really 
easy to port across because we write all our 
adventures on a single system anyway,” and she 
st/7/doesn’t plan any further Archie conversions. 

“The A3000 is not going to be a runaway 
success. RISC in a box may be a very good idea, 
but it’s not suitable for games. On a worldwide 
basis, the big games markets are the PC, ST, 
Amiga and the Mac and that’s it.” 

Acorn’s entrenchment in the UK market is 
also off-putting to the large leisure software 
firms, most of which have interests - if not 


been selling at around the 2,000-3,000 mark. 
Hardly a mouth-watering proposition for the 
would-be chart-topper. 

Michael Page claims the Archimedes in all its 
guises has sold “several tens of thousands” 
worldwide, three-quarters of these in the UK, 
and 20% of those going to individuals in the 
broad category of ‘home user’. 

If the A3000 is to fulfil David Clare’s assertion 
that it is “a mass-market machine at a realistic 
price” then a small explosion in Acorn’s sales 
targets would appear to be needed. Still, Page 
says Acorn received 3,000 advance orders 
within a week of announcing the machine. 
Maybe the ball will keep on rolling... 













































THE GAMES SHACK 

“FOR ALL YOUR SOFTWARE REQUIREMENTS” 

Tel. (0639) 894211 - 24 Hr. 


TITLE ST AMIGA 

Airborne Ranger.16.79.16.79 

A Question of Sport.13.64.16.79 

Amiga Gold Hits.16.79 

Archipelagos.16.79.16.79 

Armalyte.13.64.13.64 

Baa.13.64.13.64 

Batman.13.64.13.64 

Bard’s Tale I or II.16.79.16.79 

Battle Hawks 1942.16.79.16.79 

B.A.T.16.79.16.79 

Balance of Power 1990.16.79.16.79 

Ballistiks.13.64.13.64 

Barbarian II (Palace).13.64:.13.64 

Battle Chess.16.79.16.79 

Bio Challenge.13.64.16.79 

Bionic Commando.13.64.16.79 

Blasteroids.:...13.64.16.79 

Black Lamp.13.64.13.64 

Blood Money.13.64.13.64 

Bobuzai.16.79.16.79 

Buggy Boy.13.64.16.79 

Bubble Bobble.13.64.13.64 

Carrier Commander.16.79.16.79 

Combat School.13.64.16.79 

Corruption.16.79.16.79 

Cosmic Pirates.13.64.13.64 

Custodian.13.64.13.64 

Crazy Cars II.16.79.16.79 

Cybernoid II.13.64.13.64 

Dark Side*.Phone.Phone 

Deluxe Paint III.49.95 

Degas Elite.16.79. 

Denaris.13.64 

Dragons Lair.29.99 

Dragon Ninja.13.64.16.79 

Double Dragon.13.64.13.64 

Dungeon Master.16.79.16.79 

Driller.16.79.16.79 

Elite.16.79.16.79 

Eliminator.13.64.13.64 

Falcon.16.79.19.95 

FI 6 Combat Pilot.16.79.16.79 

Fernandez Must Die.16.79.16.79 

Fed of Free Traders.19.95.19.95 

Fish.16.79.16.79 

Fire & Forget.16.79.16.79 

Forgotton Realms.*•.13.64.13.64 

Fusion.:.16.79.16.79 


TITLE ST AMIGA 

Football Director II.13.64.13.64 

Gauntlet II.13.64. 

Gemini Wing.:.13.64.13.64 

Guerilla War.13.64.16.79 

Gunship.16.79. 

Goldrunner I or II.13.64.13.64 

Gryzor.13.64.16.79 

Ghosts and Goblins.13.64.16.79 

Hostages.16.79.16.79 

Interceptor.16.79 

IK+.13.64.16.79 

International Soccer.13.64.13.64 

Incredible Shrinking Sphere.13.64.16.79 

Iron Lord.16.79.16.79 

Jack Nicklaus 18 hole golf.Phone.Phone 

Joan of Arc.13.64.16.79 

The Kristal.19.95.19.95 

Leaderboard Birdie.16.79.16.79 

Legend of the Sword.16.79.16.79 

L.E.D. Storm.13.64.13.64 

Lombard R.A.C. Rally.16.79.16.79 

Leathernecks.13.64.13.64 

Lord of the Rising Sun.19.99 

Manhattan Dealers.13.64.16.79 

Menace.13.64.13.64 

Microprose Soccer.16.79.16.79 

1943.13.64.16.79 

Navy Moves*.13.64.16.79 

Netherworld..13.64.13.64 

Nightraider.13.64.13.64 

Nebulus.13.64.13.64 

Operation Neptune.16.79.16.79 

Operation Wolf.13.64.16.79 

Outrun Europa*.Phone.Phone 

Paperboy*.13.64.16.79 

Pacmania.13.64.13.64 

Pacland.13.64.13.64 

Phantom Fighter.13.64 

Pioneer Plague.16.79 

Power Play.13.64.13.64 

Populous.16.79.16.79 

Powerdrome.16.79.16.79 

Pools of Radiance.13.64.16.79 

Purple Saturn Day.16.79.16.79 

Puffy’s Saga.16.79.16.79 

Premier Collection.19.95.19.95 

Precious Metal.16.79.16.79 

Red Heat*. .13.64.16.79 


Dept THO 
6 Phoenix Avenue 
Mbrgram 
Port Talbot 
W. Glamorgan 
S. Wales SA13 2LS 

TITLE ST AMIGA 

Real Ghostbusters.13.64.13.64 

Renegade.13.64.16.79 

Roadblasters.13.64.13.64 

Robocop.13.64.16.79 

R-Type.13.64.16.79 

Rocket Ranger.16.79.16.79 

Return of the Jedi..13.64.13.64 

Run the Gauntlet.13.64.16.79 

RVF*.Phone.Phone 

Shinobi.13.64.13.64 

Shadow Gate.16.79.16.79 

Shoot ’em up Construction Kit.16.79.16.79 

SilkWorm.13.64.13.64 

Space Harrier I or II.13.64.16.79 

Starglider I or II.16.79.16.79 

Skweek*.13.64.13.64 

Skate or Die*.16.79.16.79 

Skateball.16.79.16.79 

ST Five Star..16.79. 

Stargoose.13.64.13.64 

STOS.19.95. 

Speedball.16.79.16.79 

Super Hang-On.13.64.16.79 

Sword of Sodan.19.95 

Tangled Tales*.Phone.Phone 

T echno Cop.16.79.16.79 

Titles ST.29.99. 

Test Drive I or II.16.79.16.79 

Track Suit Manager.13.64.13.64 

Trivial Pursuit.13.64.13.64 

Triad.19.95.19.95 

Time and Magic.13.64.13.64 

Times of Lore.16.79.16.79 

TV Sports Football.19.95 

Ultima V.19.95 

Victory Road.13.64.16.79 

Vindicators.13.64.13.64 

Virus.13.64.13.64 

Video Studio.92.00 

War in Middle Earth.16.79.16.79 

Where Time Stood Still.13.64.16.79 

WEc Le Mans.13.64.16.79 

Xybots*.13.64.13.64 

Xenon.13.64.13.64 

Xenon II Megablast*.16.79.19.95 

Xenophobe.Phone.Phone 

Zany Golf.16.79.16.79 

Zack McCracken.16.79.16.79 


We also stock a full range of 8-bit and console software. There are also many more titles that are not listed above. Software that is not yet 
released shall be dispatched on availability. * software not released at time of going to press. Prices include V.A.T. and U.K. postage. 

24 hour dispatch subject to availability. 
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SUPERVISION ELECTRONICS 

13 MANSFIELD ROAD, NOTTINGHAM, ENGLAND NG1 3FB 
TELEPHONE NO: 0602 475151 FAX: 0602 475353 


PC ENGINE 

PC ENGINE PRICE LIST 

PC Engine Pal 1 Version with One Free Game 

(works on any T.V.).£198.00 

EX-1 Joystick.£32.95 

Auto Fire Joypad .£22.00 

5 Player Joystick Interface.£27.00 

PC Engine Interface Unit CD-Rom System with 

Two Free Games.£499.00 

PC ENGINE SOFTWARE 

R-Type 1.£27.00 

Drunken Master.£27.00 

Namcot Baseball.£27.00 

Chan & Chan.£27.00 

Wonderboy in Monsterland.£27.00 

Victory Run.£27.00 

R-Type II .£34.00 

Galaga88.£34.00 

World Court Tennis.£34.00 

Alien Crush.£34.00 

Legendary Axe.£34.00 

Fantasy Zone.£34.00 

Space Harrier.£35.00 

Vigilante.£35.00 

Dragon Spirit.£35.00 

Watura.£35.00 

Son & Son II .£35.00 

Dungeon Explorer.£40.00 

Motoroader.£38.00 

P47.£40.00 

With shipment comes in from Japan every 3 
weeks , a lot more latest games are not listed for 
the latest up-date please ring us on the above 
number. 


SEGA 16 BIT 


Sega System ..£75.99 

Sega Super System.£125.99 

After Burner.£21.95 

Fantasy Zone II .£19.95 

Rocky.£19.95 

Alien Syndrome.£19.95 

Choplifter.£18.95 

Fantasy Zone.£18.95 

World Grandprix.£18.95 

Space Flarrier.£19.95 

Phantasy.£29.95 

Out Run.£19.95 

Global Defense.£18.95 

Black Belt.£18.95 

Secret Command.£18.95 

KungFuKid.£18.95 

Wonder Boy.£18.95 


Sega 16 bit are available. 

SEGA CONSOLE 


Enduro Racer. 

...£18.95 

Shang Hai. 

.£17.95 

Zillion 1. 

...£18.95 

Action Fighter. 

.£18.95 

Zillion II . 

...£19.85 

Monopoly. 

.£23.95 

Gangster Town. 

...£18,95 

Power Strike. 

.£18.95 

The Ninja. 

...£18,95 

Rambo III. 

.£21.95 

Pro-Wrestling. 

...£18,95 

Shinobi. 

.£19.95 

Quartet. 

...£18,95 

Thunder Blade. 

.£19.95 

Miracle Warriors. 

...£31.95 

Double Dragon. 

.£19.95 

Great Baseball. 

...£18.95 

Golvellius. 

.£19.95 

Great Football. 

...£18,95 

Penguin Land. 

.£23.95 

Great Basketball.. 

...£18,95 

Aztec Adventure. 

.£19.95 

Alex Kidd in Miracle World.. 

...£18,95 

Y's. 

.£31.95 

Wonder Boy in Monster 


World Soccer. 

.£19.95 

Land. 

...£19,95 

Captain Silver. 

.£19.95 

Astro Warrior Pit Pot. 

...£19,95 

Lord of Sword. 

.£19.95 

Alex Kidd in Lost Star. 

..£18.95 

Kenseider. 

.£19.95 



R-Type. 

.£27.95 


NINTENDO 


Nintendo Family Computer Cartridge Games 


Dragon Spirit 
Star Wars 
Operation Wolf 
The Legend of Kage 
Crazy Island 
Rolling Thunder 
Donald Duck 
Metal Fight 


Star Force 
Donal Land 
Grudus II 
Fighting Road 
Alien Syndrome 
Son & Son 
Heaven Adventure 
Godzilla 


A Lot More Latest Games Are Available 


Crocidile Dundee 
Mighty Atom 
Metal Gear 
Ninja R Ukenden 
Space Harrier 
Magic Island * 
Fantasy Zone II 
Ning Wan Do Si 


Knight Rider 
Super Mario Bros I 
Cobar Command 
Air Wolf 
Godzilla War 
1943 

Super Samurai 
Delta Force 
Top Secret 



BEST PRICE! NEWEST GAMES! 1st CLASS DELIVERY 
TELEPHONE ORDER WELCOME 
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n this, our second interview with a ‘major* 
industry figure, Ciaran Brennan crosses 
swords with Activision supremo Rod Cousens 
see what the future holds for both his 




company and the industry as a whole. 


F rom the outside, Christmas 1988 
appeared to be somewhat disastrous for 
Activision, with neither Afterburner nor R- 
Type performing as well as expected. What 
went wrong? 

“Nothing! Christmas 1988 was a success for 
Activision and its distrbuted labels including Electric 
Dreams and System 3. We achieved a healthy market 
share at a time when the market was at its height, and 
in terms of competition and chart status it confirmed 
us as the major contender for achieving a position of 
leadership.” 

Well, I suppose that goes to show that things 
aren’t always what they seem. But even if last 
Christmas was so successful, in the cold light of 
previous experience, what’s your honest opin¬ 
ion of coin-op and film tie-ins? Activision had 
had its fair share of turkeys over the years - 
Quartet, Howard The Duck, Wonder Boy... 

“Turkeys? Quartet and Wonder Boy weren’t at 
all disappointing... And judging by how the market 
performed in 1988 it would suggest that consumer 
demand for endorsed product is healthy - and 
indicators are such that it will continue to be so. 
Licence attachment (which extends to other categor¬ 
ies, including sports titles) is a ‘hook’ to which the 
consumer can relate. The key is to be selective, and 
perhaps 1989 will see more critical assessment in 
acquisition supported by better software develop¬ 
ment. It’s interesting to note that in the 16-bit arena 
the age range is wider - as is the appeal in the genre of 
product - and it may be that price levels will see a 
greater division according to product type.” 

With the release of ISS, Millennium 2.2, Wicked 
and the forthcoming Bomber, as well as a 
number of Strategy/RPG titles, it seems as 
though Activition could be getting back to its 
roots as a publisher of original and innovative 
software. Is this mere chance or a deliberate 
policy? 

“It’s our intent to produce a product mix within 
our catalogue geared to global market requirements 
and focusing on specific sectors. This includes the 
development of original and innovative software - and 
in fact we’ve never deviated from this course. This is 
easily underlined by taking a look at our back 
catalogue, and its exploitation by third party pub¬ 
lishers. 

Here at Activision, we have never failed to have 
vision or a progressive and pioneering outlook in 
addressing emerging technologies which hold much 
excitement in the industry.” 

But going back to the subject of licensed 
titles for a moment, doubts have been express¬ 
ed in certain quarters about the forthcoming 
conversions of Sega’s Galaxy Force - if anything 
it should be more difficult to reproduce than, 
say, Afterburner. Can you pull it off? 

“The best advertisement for Galaxy Force will be 
the game itself. Development has started well in 
advance of the publication date and is in the hands of a 
programming team of considerable reputation - who 


will receive the merit they deserve when the game’s 
released. Believe me, Galaxy Force will be a much 
sought after addition to any computer owner’s 
software collection.” 

The computer software industry suffered 
heavily in the early eighties when the home 
consoles originally took off. How will it survive 
the ‘second coming’ of the consoles that’s 
currently being predicted? 

“In certain quarters it’s believed that the home 
computer industry was born out of the console 
market in terms of an entertainment medium and 
advanced from there. Consoles would perhaps be 
weighed up as more aligned to the toy market 
addressing a new generation of consumer. If you look 
at the consoles that are likely to appear, initially 8-bit 
and then in 16-bit form, they will be quite advanced 
when compared to existing 16-bit computers. It 
stands to reason therefore, that in order to compete, 
today’s computers will become available in a modified 
design (with the exclusion of a keyboard) and offering 
compatibility with existing software at keener prices. 
It will certainly be a competitive and aggressive area 
and Japanese companies will feature more prominent¬ 
ly than before. There are also interesting and exciting 
developments with regard to CD applications on 
consoles which only goes to prove the fast changing 


nature of the business. Possibly the most exciting 
development in the immediate future though will be 
the emergence of ‘hand-helds’ offering amazing 
graphics and sound with complete portability. An 
interesting point for debate concerns the position of 
Amstrad and whether they will concentrate on MS- 
DOS compatibles, or whether they will seek to enter 
the low end, either through their own development 
or ‘badging’ an existing machine. Whatever the 
outcome, home and personal computers will continue 
to progress and go beyond cyclical trends and it would 
well be that MS-DOS compatibles steadily increase 
their installed base whilst other 16-bit computers gain 
distribution through more specific channels such as 
creative agencies and music outlets, albeit in an 
enhanced form. This will further demonstrate a 
crossover of industries occuring as we participate in a 
world of entertainment, information and communica¬ 
tions. It is a tremendously exciting prospect.” 

The hardware market is due for a shake-up 
in the very near future, with the development 
of CD Rom and the release of the Konix 
machine and the low-end Archimedes. How 
will Activision decide when (or indeed if) to 
start supporting these new formats? 

“In certain instances Activision has already taken a 
decision to support emerging hardware configura¬ 
tions. Being part of a global company, we do have the 
advantage of being able to call on a catalogue which 
also takes in Apple computers, ^MS-DOS compatibles 
and programmable games machines. We have always 
been known to be an early entrant as far as hardware 
systems are concerned. We arrive at a decision based 
on market research, negotiations with the manufac¬ 
turer, anticipated costs and, to some extent, intuition. 
It is also a question of where best to apply resources 
and focus attention to get the best results. ” 

How do you see the games market develop¬ 
ing in the future - firstly over the next year or 
so, and also further ahead? 

“The games market will see some maturity at the 
higher end as consumers upgrade in hardware, enjoy a 
higher disposable income and change their tastes. An 
example of this is the Sierra-on-Line product line up 
which has a large following in Europe through the 
release of programs such as the Kings Quest series 
and Leisure Suit Larry II. Cartridge-based product 
will, of course, be subject to higher price points in a 
range of £20-30 each, with Rom-Card applications at 
around £ 15. It is likely that in the mass market of 16- 
bit computers, a price point of about £ 15 for arcade 
action will be arrived at in the future, subject to it 
being warranted through achievable volume. The 
market could position itself in such a way as to be 
divided between hand-helds (as a short-term addi¬ 
tion), consoles and MS-DOS compatibles. To a large 
degree this will be dictated by technological change in 
the area of optical disk technology and the crossover 
of industries such as film, record and book publishing 
businesses which again explains the utilisation of 
movies and other endorsements. In some ways it is 
the beginning, whilst in other ways it is a case of what 
goes round comes round. Whatever it is, there is 
never a dull moment and it is extremely motivating in 
contemplating a future which holds no bounds.” 


N ext month, top coder Andrew Braybrook takes 
to the chair to discuss, among other things, his 
recent work on the conversion of Rainbow Islands - 
so if you’ve got any questions for Andy, you know 
where to send them. 
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CBM 64/128 • AMSTRAD SPECTRUM 48/128K 

£9.99 C £14.99 D £8.99 C £12.99 D 

ATARI ST • CBM AMIGA • IBM PC & COMPATIBLES 

£19.99 D 

U.S. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, 
BIRMINGHAM B6 7AX. TEL: 021 356 3388 
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